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OLLECTION OF TOENAIL CLIPPINGS ~ 
BEEN SO TERRIFIED OF YOU. 


Inest issue of Nintendo Power. it’s Eh *. be. 
time to get a new hobby. 


11's AN EARTHWORM JIM 7 

EXTRAVAGANZA! THIS MONTH 

WE'RE REVEALING II STAGE 
CODES, 20 CHEAT CODES AND 

Escargot 

“ escar-went! ANSWERS TO 46 OF SALLY’S 

WACKY QUIZ QUESTIONS, WE EVEN HAVE 


oe THE INSIDE SCOOP ON SECRET 
~~ LEVEL NUMBER 37! TAKE THAT, 
ey 
\ WORM BOY! 
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je Smithy Geng ie cetting loose in the 
ehrnom Kingdom end beyond. Now Mario 
Bowser hove to bury the hetchet end 


ie 
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Render unto Vamooshka 
' like the new design of 
Nintendo Power a lot. It 
seems less childish than 
before As for the 
look of Arena: the 
Battle Zone 1s a 
pretty cool idea, 
but the overall 
look of Arena 
seems too “gray” 
and “sterile” and 
“ilat” or some- 
thing. Which 
brings me to the 
entre mag’ the 
rendered 
graphics are 
nice, but 
sometimes | think 
there’re too many of them 
They end up looking, as | 
said, “flat” and “sterile.” 
Classtfied Info is .. well ... it 
Just doesn’t seem right with- 
out the manila envelope- 
colored pages All the other 
aspects of the magazine are 
great. Also, | notice 
In January’s 


Bonus Issue 

(which was |€ 
very nice} in ta 
the back- Sy 


ground of the 
Player's Pulse 
there were drawings of 
EarthBound that looked like 
there were drawn by the 
same guy who did one of 
the pieces of envelope art 
Did you take that guy’s 
drawings and use them as 
the background? 
Vamooshka 
via America Online 


Yes, the background art was 
drawn by Ferquin Root, 
who also contributed a nice 
piece of envelope art to our 
Volume 80 gallery 


© _nrenoo rower 


Back to the Future 


First of all 1 would like to say 
that | love your magazine 
and read it all of the time 
The Bonus Issue and the 
Nintendo 64 


us readers in 


say | very much like 
the changes. Ever 
since | have been 
reading Nintendo 
Power, which has been 
since Volume 1, | Itked 
‘the way things were set 
up and | found the infor- 
mation , tips and reviews 
very informative Then in 
Volume 68 you changed the 
way the magazine looked 
and for the most part I really 
didn't like it However, in 
Volume 80 you changed it 
again and | have to hon- 


stly say that | really 
do like it From the addition 
of one page to Player's Pulse 
to the redesigned Classified 
Information, everything 1s 
designed to look very, very 
cool | have to say that this 
magazine now really rocks! 
Nate Douglas 
Hardin, Montana 


In Volume 80 we asked what you thought 
of the new look to Nintendo Power. Here's 
a small sampling of the many comments 
we've received. 


Better Letters 


I think it’s great 
that you have 
expanded the 
Player's Pulse sec- 
tion! | enjoy read- 
ing about what 
other players have done or 
are doing. And | have found 
that they have wonderful for the news from 
ideas and opinions. Keep it Shoshinkat, but pumped tt 
up! back up to 13 pages in this 
Katherine Smith 
Fort Bragg, California 


down to nine pages in 
Volume 80 to make room 


issue! 


fin Ad-free Environment 

' love the Power Charts and 
Take Two reviews, | also 
Jove the fact that Nintendo 


APlanBrown Envelope, 
Please 

About the changes in 
Volume 80: you've 
really crammed in 
the goods! But | have 
to talk about 
Classified Info 
You've got to change 
it back! That manila 
folder style ts a tradition! 
And you probably already 
know about tt, but please 
don’t cut off the captions 
below the pictures in 
Counselors’ Corner in the 
muddle of the sentence 
again, O.K.2 Your Player’s 
Pulse ts bigger (good), your 
Epic Center is smaller (bad), 
and your Arerta has 
changed again (neutral) 
Other comments [like 
those passwords More? | 
love your cover It looks 
like another great year! 
Keep it up! 


Power is a *Cl 
zine, without any dirty 
advertisements Thanks for 


such a great magazine! 
Joel Stroup 
Lincolnton, North Carolina 


ICame. [Saw. leon! 
I’m writing to you on what | 
think of your new setup. | 


John Pagac 
Kenosha, Wisconsin 


The Epic 
Center varies in 
Bsize from 
month to 
month, john 
We squeezed it 


Man Feaderson—fou Fart Rechog. FI 
che Zombro— Marea 
fied Seenson—Soattio tt 
Faom Cuba —fncnnats 
Thanks ts Mark tard for contrat 
thacigeund a E 


art you sendus Thanks 


think your Contenis Page Is 
way better than the old one 
Of course, the 
Player's Pulse is 
better | like the 
old Power 
Charts better 
than the new 
ones. Your new 
Classified Information 1s 
superior to your old one | 
am glad Counselors’ Corner 
ts still the same. U like your 
new Arena, but it’s too 
flashy The new icons in 
Now Playing are awesome! 
Pak Watch 1s always cool 
Send my regards to Mario 
Ryan Ross 
Mt. Union, Pennsylvania 


Panting for Mario Pant 

For the most part, the changes 
you've made have been 

good. But, some things should 
remain sacred For instance, 
you've changed the border of 
Classified Information It’s 
practically unrecognizable! 
And every time you change 
the Contents Page, It gets 
harder to read Hey, why 
don’t you guys add a Mario 
Paint artwork section, like you 
have an Envelope Art section? 


Kenneth Pardue 
Pineville, Louisiana 


Mario Painters out there, hs- 


aster- 


flo Humor for Rumor 

Lam 13, and [like the pic 
tures of cake Game Boys 
and such | myself ence sent 
in a pic of an arwing made 


of Legos 1] also like the lay- 
out It 1s easy to find things 
and there isn’t too much 


gibberish, just what people 
want And please no more 
rumors, | ence looked in an 
EGM (a premier rumor mag) 


like to know a bit more 
about where Lam than 
what's provided by a 
scaled-down map and a 
couple of words 
Mike Finkelstein 
Grayville, Hlinois 


Classy Classified 
Information 

The changes you’ve made 
to the ‘96 Nintendo Power 
are great'! [really like how 
you've made it look so 


and they had 
everything 
wrong They 
even put in the 
Japanese name 
of the Mega 
Man X bosses! 
PJ. “Speed” Reed 
via AOL 


Take atint-Please! 
The new Nintendo Power 
page setups are rocking 
with all the new artwork 
and new layouts for the reg- 
ular sections. The only 
problem that | have 1s that 
the articles about the 
games have gone from 
the first grade level, 
where you told every- 
thing in great 
detail, to Super 


not a lot of game- 
play hints Don’t 
get me wrong, | 
like the fact that 


the articles are not geared to 


make me feel Itke an idiot, 
but at points in a game, | 


computerized for the 
Classified Information And 
the Arena looks totally coal 
Pak Watch ts coo! too [ 
also got a kick out of the 
Earthworm Jim game in the 
back of the Bonus Issue 
Overall, IT’S GREAT! 
(Thanks, [had to get that 
out!) 
Terry Starnes 
Orlando, 
Florida 


I have been a 
Joyal buyer and 
subscriber of 
Nintendo Power 
since its birth, 
and would like to 
give you a few 
comments on your 
Magazine I’ve 
always respected 
you guys, but | do have a 
few concerns about 

@ Nintendo 
Power. | saw 
that you printed 


Dae CR 


@ surernes tar 20 


GAME COMPANY lita 
@ DONKEY KONG coUuNTRY 2: : js 
DIDDY'S KONG QUEST —: ‘Nintendo : 1 : 6 
@ SuPER MARIO WoRLD 2: i : 
YOSNI'S ISLANO ; Nintendo | 4 : 6 
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ishete, anda young man’s (and worm: 
thing: basketball playoffs! He 
ll gomes as detarmined by our 
uur freaks should check o 
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Donkey Kong Country 2 continues to dominate the Top 20, but Diddy 
and Dixie are keeping sharp eyes out for Super Mario RPG. This much- 
anticipated ttle has been edging up the Most Wanted charts for months 
Meanwhile, the animated antics of Buzz Lightyear and Woody push 


moni 


7. DONKEY KONG COUNTRY 2: 
DIDDy'S KONG QUEST 


8, MEGA MAN X3 
9. VIRTUALBOY 
10. TOY STORY 


a GAME 
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@ OONKEY KONG LANO Nintendo ° 
© SUPER MARIO LAND 2:53°" Nintendo . 
4 > ~ METROIO Hi: eetunn oF samus Nintendo | 
5 TETRIS Nintendo’ 
6 KIRBY'S OREAMLANO2 Nintendo 


7 WARIO LAND: sure nanio unos Nintendo 


8 OONKEY KONG Nintendo 
9 GALAGA/GALAXIAN Nintendo 
10 KILLER INSTINCT Nintendo 
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(LITERS, conve. 


Summers in Volume 81, and 
| agree with his point. You 
seem to only print letters 
that are short and say some- 
thing to the effect of “Your 
magazine rules! Virtual Boy 
Is great! | love your mag!” 
Personally, | find these let- 
ters annoying. | like long 
letters that address some 
serious points, whether it 
compliments your magazine 
or not. Does this help you? 
Anyway, | hope you listen 
to your readers, as they are 
the ones with the best sug- 
gestions for your magazine. 
| doubt that you wall print 
this letter, since letters like 
these are ones | would like 
to see printed in Nintendo. 
Power but don’t. 

Jonathan Ratclifie 

Liberty, Missouri 


Seeing through the 
Smoke Sereen 
All of the so-called “greatest 
video games, companies, sys- 
tems and magazines on earth” 
are trying hard to make you 
look like a slow, lazy compa- 
ny. | know that it’s all an over- 
driven, hyped-out-of-this 
world smoke screen. For 
example, Sega’s Vectorman 
has computermodeled graph- 
Ics that are only possible on 
the Genesis because they’re 
simphified down to poorly col- 
ored animation Donkey Kong 
Country did computer mod- 
eled graphics FIRST AND 
BETTER! 
Mitchell Glyde 
Hartland, Michigan 


WRITE AWAY RIGHT AWAY! 


The next generation meets 
ancient history, as Vincent Niou 
of Palo Alto, Califorrva, takes his 
Nintendo Power to the Great 
Wall of China 


The Plot Thiekens 
[think that many of the 
story lines in RPGs are too 
simple The story in Final 
Fantasy Ill was wonderful 
because of all the complica- 
tions and twists. If all games 
were like that they would 
be perfect 
Michael Stout 
Montebello, California 


Georgia Gamer Goes 
$a-Ga for RPGs 

| LOVE the Epic Center. | 
recently started playing 
RPGs after | rented Final 
Fantasy II! out of boredom 
and because | heard it was 
really good. It was so addic- 
tive that | went out and 
bought Breath of Fire. | just 
completed that game and 
now | am playing Ilusion of 
Gata, Final Fantasy Mystic 
Quest and Final Fantasy II, 


all at the same time! 
Anyway, thanks again for 
adding the Eptc Center It is 
a great help to us RPGers 
Marla Moore 
Warmer Robbins, GA 


Chulhn’ 


| thnk it’s cool that you’re 
online That's all, nothing 
more 
Gamecoop 
via America Online 


Welcome to the Arena 
The changes you made to 
Arena are definitely hot | 
think this is the most awe- 
some Arena yet! 
ShadowBott 
via America Online 


Mega Idea 
A Mega Man game in Arena 
would be a good idea. | 
have never seen a Mega 
Man game there 
Josh Ridgeway 
via America Online 


You're not the only fan 
who would like to see a 
Blue Bomber challenge, 
Josh It's been a while 
since he’s appreared You 
just might just see him in 
an upcoming challenge 


ote of pre-reco. 
Any Super Mario Bros. 
NES or NES, incl 
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SHALOWS EMPIRE 


The rebels have fled from Hoth and the Woune 
has begun building a-second Death Stat, wr 
Somewhere in the shadows of the galaxy anotoer 
desperate ‘struggle has, begun. LucasArts and 
Nintendo are teaming up to bring the world a 
flew Star Wars adventure for the Nintendo 6& 
this fall, Join us now as Power penetrates the 
Shhddows of. this secret project for the first time. 


BY winrenvo power 


THE BLACK HOLE 


The Shadows of the Empire development team at LucasArts has 
come out of the shadows at last. You can almost hear the sigh of 
relief when you enter the headquarters of LucasArts in San 
Rafael, California. For nearly two years the group of program- 
mers, designers, animators and artists has labored,in a virtual 
black hole on one of the first Nintendo, 
64 titles, Now, the curtain is up and the 
gevelopment team is rightfully proud 
of its accomplishments, 

It wasn’t easy working in a black 
hole. Initially, the team members began 
designing the game with Silicén 
Graphics Onyx workstations, knowing 
that the Reality Co-processor in the 
Nintendo 64 was based on the chip 
used in the Onyx. Later, they received 
the Nintendo 64 emulator and further 
specs on the machine and the revolu- 
tionary controller, but until last year, 
they didn’t have the actual develop- 
ment kit, Even so, they couldn’t talk 
about the project with their colleagues 
and they couldn’t show them their 
work. They even had to keep their 
hands and the new controller pads in a 
box when they played the game so that 
passersby wouldn’t inadvertently see 
fhe unit, “We used to tell people that 
this controller was so unique that you 
stuck your hands in a box of ooze and 
it absorbed your thoughts,” joked Jon 
Knoles, the lead artist and one of the 
guiding lights of Shadows, adding, “Of 
course, you had to think in Japanese to 
make it work.” But now, the boxes are 
gone and the shadows have dwindled 
into the background. Revealed for the 
first time in all of its richness is an 
‘adventure in the LucasArts tradition, 
featuring five modes of play in 12 lev- 
els, an exciting new Star Wars story, but most ean of all, 
a sizzling experience on the Nintendo 64. 


GRAPHIC REALITY 


-_ What we saw, at about 50% to 70% of completion, was an 
impressive game that takes full advantage of the Nintendo 64’s 
Superior 3-D graphics capabilities. Some of the ‘vatehphrases 

the hearing in the future with regard to the Nintendo 64 
anti-afiasing, load management, Z buffering and trilinear. 

snip map interpolation. ‘Theterms sound pretty technical, but the 
beauty OAMieaNintendo 64 1s That it carries out these resourte- 
Consuming, graphics Tunetions on its ‘oun so igsranmer: don't 


Shadows to life. 


wsves? 


Eric Johnston crunches numbers to bring 


Merk Heigh-Hutchineon once pro- 
gremmed tor the tiny Smcloir computer 
Now it’s SGI or be 


What’ in the box? A developmental 
Nintendo controller that feede on brein- 


have to devote valuable CPU processing time to:them, Eric 
Johnston, the project's Technical Lead, explained how he 
used Z buffering in order to keep control over the 3-D envi- 
ronments, “In the Hoth battle, we used Z buffering on all the 
main objects, such as ships, energies and droids, What that 
means is that the walkers, droids and snow speeders all 
appear where they should in relationship to the rest of the 
environment from any perspective. The Reality Co-proces-e 
sor does all this in real time. On 
other systems, you have to track 
objects and orient them using soft- 
ware routines that eat up CPU 
time. That slows down the action 
on the screen or limits other fung- 
tions, like how many objects you 
can use and the detail of the tex- 
ture mapping.” 

What Z buffering means* for 
players is that the game world , 
seems as solid and logical as the 
real world. You can fly around an 
object and that object will look just 
as it should from the side or rear or 
any angle in between, and all the 
objects that appear in the back- 
ground are ip the right places, too. 
The trilinear ship map interpola- 
tion feature of the Reality Co- 
processor also helps by keeping 
detailed texture maps looking 
sharp even at extremely close 
range while other functions keep , 
texture maps proportioned and 
angled correctly so that surfaces 
look natural, not stretched or 
warped as is often the case on 
other video game systerhs. The 
anti-aliasing feature helps reduce, 
the jagged look of angled lines 
drawn on the screen so that poly- 
gon objects seem sharp no matter 
how they are positioned. The load 
management feature keeps in view 
distant objects that, on other systems, pop on or off depend- 
ing on how cloSe they are to the viewer. “You don’t have 
objects suddenly appearing where there was goth ing: 
before,” explained Mark Hajgh-Hutchinson, the Project 
Leader and Senior Programmer, “It’s particularly impressive 
in stages like our race through Tatooine on speeder bikes. 
This is one of the most crowded areas I’ve ever seen in a 
Video game, but you don’t have any popping. Every buildmg 
‘and object 7s-there in the distance, growing larger as you, 
approach.” The programmers at LucasAvis, ineliding Eric 
and Mark, told.us that the Nintendo 64 increases the speed 
and raises.the quality of the games to a whole new level. It'S” 


Wiihg to have the rest Of industry playing catch-up. 
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A NEW CHAPTER 


In that same far away galaxy where Luke Skywalker, Han 
Solo and Princess Leia battle the tyran- 
ny of the Empire, other characters and 
organizations struggle for power, hid- 
den in the shadows of the Imperial Fi 
throne. We asked Howard Roffman, the 
Vice President of Licensing at Lucasfilm 
Ltd, how this new story came together, 

“We'd been doing extensions of the 
Star Wars universe in different types of 
media for several years, including the 
successitl Star Wars novels. Another 
significant medium was the comics, 
With the Dark Horse line of comics, 
we'd done a lot of spin-off stories based 
on Star Wars. And LucasArts was mak- 
ing new Star Wars stories in their games 
all the time. We thought it would be 
interesting to tie everything together 
and make It a real event. But the big 
question was, how do you go about 
making a story that is special enough to 
draw people in? To start with, we want- 
ed to go back into the trilogy where 
familiar characters could be found and 
where you have the dramatic conflict 
between the Rebels and the Empire. 
After thinking about it, we decided that 
it would be very cool to explore this 
dark underworld of crime, which had 
been hinted at in the movies. There 
was already a suggestion that the 
underworld was in league with the 
Empire. When Darth Vader hires boun- 
ty hunters in The Empire Strikes Back, 
you can see the relationship is already 
there. We just expanded on this idea. We gave the crime 
organization the name Black Sun, and we set up the leader 
of Black Sun in opposition to Darth Vader. On the one side 
of the Emperor you have Vader, on the other side, you 
have the leader of Black Sun, and Shadows of the Empire 
is about this power struggle, at least in part.” 

In particular, Shadows of the Empire is the story of one 
heroic figure from the seedier side of the space lanes who 


themselves. 


into the geome. 


Mos Eisley comes olive for the first time im Shadows ot the Empirs. 


3-D spoceships don't just make 


Jon Kaoles creates designs by hand and 
on the computer. 


Some ot the designs won't even make it 


helps the rebellion behind the scenes. Although the novel 
and comic books will deal with many characters, the 
game will follow this hero’s exploits as he dashes about 
the galaxy. The story begins on Hoth 
where our hero makes his initial 
tebel connection with Han Solo. In 
fact, the character is a lot like Han— 
he’s a smuggler and adventurer who 
inhabits that shadowy underworld of 
the Empire. 

Later, the story continues between 
the times of The Empire Strikes Back 
and Return of the Jedi. “I always 
thought there were a lot of unan- 
swered questions about this time,” 
Jon explained, “from Luke showing 
up in Return of the Jedi as a full- 
fledged Jedi to Han being encased 
within Jabba’s palace. How did that 
happen? Did Bobba Fett just zip on 


along the way?” 


STAGES, 
MOVES, 
CRITTERS 
' AND 
MORE 


True to previous Star Wars games 
for the Super NES, Shadows of the 
Empire packs in five different 
modes of play. In the beginning of 
the game, you fly a snow speeder 
over the frozen terrain of Hoth 
while Imperial walkers and droids fill the air with laser 
blasts, The realistic flight simulation offers 360° of free- 
dom within a basin of about two miles circumference, 
but it isn’t unlimited as in LucasArts’ Tie Fighter. “We 
want to keep players on the path of fun,” explained Jon 
Knoles, “If you try to fly over the mountains, the game 
nudges you back toward the basin. But within this arena, 
you have total freedom of movement.” As we learned 


over or did he run into some trouble * 


from play testing the stage, you have so much freedom 
that you can have a blast just flying the speeder, dodging 
the laser shots and ducking between the legs of giant 
ATST walkers. The level 
of graphic detail 
extends to the anima 
tion of wing fiaps as you 
bank or brake, and the 
sounds of both the 
speeder and the welkers 
were taken directly 
from the movie. The 
impact really gete to 
you when you blow up 
a droid and fly straight 
through its expanding 
fireball whoosh! 

Once you whet your 
appetite on Hoth, the 
game launches into a 
series of varying action 
modes, The first-person 
action mode resembles 
LucasArts’ computer 
game hit, Dark Forces. As the hero of the game, you 
must undertake missions in hostile territory, such as 
inside an Imperial ship. Your perspective can be “in the 
head,” as the team likes to call a first-person view, or 
behind the shoulder for a wider view that lets you see 
your character moving in front of you. LucasArts also 
adds special C-Button camera controls, allowing players 
to choose other views such as side-angles. 

The detailed graphics used in these stages surpass 
everything previously done in this genre, including Dark 
Forces and Doom II. But if you gawk overly long at the 
pretty pictures, you can kiss your Wookie goodbye, 
because the environments are filled with danger. “The 
action stages aren’t just 2-D mazes,” explained Mark. 
“For one thing, they were designed by the Dark Forces 
team and architectural students so it isn’t just a jumble 
of mazes, but structures with logical functions for the 
Star Wars universe. We also wanted to make them truly 
3-D, and that meant giving 
them a vertical component.” 
Jon demonstrated one stage in 
which the hero uses a jet pack 
to scout out multiple vertical 
areas of an enemy freighter. 
“You have to be aware of things 
all around you and above you. 
Strategically, there’s a lot of 
area to explore. We've also hid- 
den a lot of things here.” 

Another play mode borrows 
from the Super NES Star Wars 


during the battle ot Hoth. 


Storyboerd shetches for the opening stage at Shadows of the Empire 
included multiple perspectives trom inside and outside the snow speeders 


games and the genre of shooters. Players find themselves 
manning the laser turrets in a Millenium Falcon-type 
space ship. Although you don’t fly the ship, you do have 
to blast everything in 
sight using your 
weapons. Gunners 
have full rotation with- 
in the gunner’s bubble 
and the action is furi- 
ous. 

tn still another 
mode, you'll chase a 
smuggler through the 
crowded (and narrow} 
streets of Mos Eisley on 
a speeder bike, “This 
isn’t like in a CD game 
where you have one 
pre-rendered path to 
follow,” Mark pointed 
out. “You have free- 
dom to move your 
speeder in the street, 
or down side streets 
thet might lead to a short cut.” If this expanded Mos 
Eisley is unfamiliar to you, wait until the release of the 
Special Edition Star Wars movie in 1997. LucasArts 
worked with the team at Industrial Light and Magic to 
borrow the setting from the new movie scene for the 
game. According to the development team, Shadows of 
the Empire contains even more surprises, such as a bat- 
tle with Boba Fett and a stupendous ending, but they 
weren't willing to show us quite that much yet. 

“As always, we'll have lots of huge bosses,” said Jon, 
“but they’re all fully 3-D. For instance, there’s one place 
where you face one of the big ATST walkers on foot, and 
that can get pretty scary when the cockpit pivots around 
and looks right down at you.” 

Eric filled us in on how the LucasArts’ team went to 
new lengths in adding tracking and artificial intelligence 
to the game. “Since the Nintendo 64 takes the complex - 
graphics functions away from the CPU, we found we 


The game begies with snow speeders attaching Imperial walhers and droids on Hoth. 
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7 Galactic goad guy 
Dash Rendar, 
halps the rabal 
alliaace ia tharr 


a 
ture stages like 
those ehowa 
here, yoe move 
through a 3-D 
world, somatinas 
flying with the aid 
of ojat peck. 


had all this processing power just idling. We decided one | 
e way to use that power was by adding-extra At. For arena and then send in the here to blast it to bits, “It’s a 
instance, we can give 5D Tie Fighters advanced, inde- great way to see how enemies behave in combat, but it’s 
pendent tracking, L_} also a good place to 
no problem. Or - “ test your own skills,” _ 
when you're facing Jon told us. 
the big boss charac- As for control 
ters, they'll always between the different 
« __ look for you.” Mark stages, the team want- : 
added that normal ed there to be no con- 
Al for characters is fusion as you switched 
really what he calls between flying, action 
Artificial Idiocy, and shooting stages. 
“because you're “We try to keep some 
{ust trying to make consistency,” said 
them look less Mark, “There may be 
stupid. We've 


a design, the programmers piace the new enemy in the 


been able to give between stages, bi 
these enemies a players won't | 
truly menacing any trouble shi 
quality.” Jon Knoles This is really the best — 


described one 
stage where you're 
moving down a 


tunnel filled with Have yoo ever wondered what the Imperial City af the Empirelookelike? «What it was going to 
fog, and then, sud- Wender no more. The sharowa grow long in Coruscant, he like. Then we got a 
, denly...well, that prototype for the 
would take away Onyx in early 1995.” 
the surprise. When we asked the team how it designed __ Eric added, “We were excited to learn about the analog 
enemy movements and attacks, they showed us a special | fey stick. In addition to maving a vehicle or moving a 
rd 3-D computer arena littered with the burnt out husks of character, you can also move a character's head around 
f Imperial droids, space ships and alien creatures, Fo test | independently white walking using the joy pad or joy 


ee 


stick, so you can be looking over to the left or right. Of 
course, we have to be careful that players don’t end up | 


getting lost.” 


MORE 
THAN 
A GAME 


The Nintendo 64 game may be the center- 
piece of the Shadows of the Empire prop- 
erty, but it won't be the only game in town. 
Steve Perry’s novel will be released ahead 
of the game this spring. The Shadows novel 
will delve into the conflicts and motiva- 
tions of the new hero and the other char- 
acters, both new and old, who enter the 
story, The Dark Horse comic series, which 
begins in May, will concentrate on the 
bounty hunters who have been hired by 
jabba to hunt down Han Solo, References 
to events in the novel will also be found in 
the comic books and in the game. The 


Nintendo 64 game, due for release this fall, represents the 
chance for fans to enter the world of Shadows and expe- 
rience the thrills that they have read about in the novel 
and comics. But Lucasfilm goes even further in providing — 
unique Shadows experiences. They have created a sound- 
track with theme music for characters and a symphonic _ 
score, which was written by Joel McNeely. The music will 
be used in the Bantam talking book edition of the novel, — 
as well. Topps has created trading cards featuring original 
art based on Shadows. There will be a Shadows of the 
Empire collectible trading card expansion set for the Star 


mers | 


Wars card game, as well. 


ee en. 


OTT eta anagrams NE Nae! ta Dine 


The eathea artiats 
ot LucaaArta bagan 
the conetruction ot 
the impariel Troopera 
with relotively aimpla 
‘wirefrome figeres 
composed of ohout 
250 polygone. When 
highly detailed textere 
mops ere epplied to 
the polygons, the 
trooper comes olive. 
Now imagine him 
reoning, ducking, ond 
tiring his hlester 
stroight et yoo. 


| IN THE 
Wa 
BEGINNING 


The initial concept of treating a game 
like o movie property, with all the spin- 
offs and licenses that you would expect 
from a major Hollywood release, 
began at LucasArts. After checking out 
, all the video game systema, they turned 
to Nintendo and the N64. In fact, the 
LucasArts developers were one of the 
first groups to visit SGI and see the 
early Nintendo 64 specs. As it turns 
out, It was a sweet deal for beth com- 
panies. Nintendo got a great license 
and game from tucasArts whil 
LucasArts got cutting-edge tech 
and a huge video game 
machine from Nintendo. But i 
end, it will be the gamers v 
sweetest deal. 


Tha Shadowa of the Empire novel by 
Steve Perry oxpanda on the actinas and 
events in the game. 
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When the evil Wizzard of 
Wolff tries to corner the.- uy 


market on pork futures, 
it’s up to brave Bruno 
Pigg to make the world 
safe for donut- 
loving 
_oinkers! 


eye PR 
40 ay 


Titus brings home the bacon in this hip. 
update of an ancient tale. It seems that the’ 
three not-so-little piggs have passed up 
careers in home construction, instead 
plunging snout-first into the donut business: 
Ah, but a dark shadow has fallen over the 
smiling kingdom ofthe piggs. In a bid to, 
satisfy his overwhelming hankering for 
roast pigg, the evil Wizzard of Wolff has 
unleashed a howling pack of fanged foes. 
It’s up to Bruno, the boss of the hogs and 
chief donut taster to boot, to save the day. 


(QD) AINTENOO PowER.- 


ov iD PA A 


-throtigh an eight-course wolf meal. In, the 


LANT % aprarns OF 


Armed with his trusty cutlass and some 
explosive donuts, brave Bruno must battle 


tradition of Boogerman and The Mask, 
Power Piggs stirs a healttiy dose of humor 
into the action 
Game-players 
seeking a fun 
Pak that doesn’t 
take, itself to 
-sefiously should 
check it out! 


THE SIX BASIC 
FOOD GROUPS 


Brurie can thank Gilbert, the inventor pigg, for an impressive array 
of edible armaments. These sweet missiles will leave a bitter taste 


in the mouths of Bruno's enemies Whenever you see Gilbert's 
friendly face, you know you've reached a continuation point 


Powdered 


Frosted 


These munchable missiles fly straight and inflict 
minor damage They work best against slow- 
Moving enemies on the same level as Bruno 


Or Graller 
f i 


Frosted Donuts carry the biggest 


pastries will wipe out every pig 
Double-dipped pursuer in sight. . 
for meximum - 
explosiveness, 
theCruller also 
hes sophisti- 
cated hommg 
technolagy 


— HOW A 
[TS &) 


payload Dne of these high-calorte ~ 


POR: 


POWER PIGGS OF THE DARK AGE @ 


Gitbért spent many a 
long night developing 
the avanced technol- 
| ogy that allows these 
P@ beauties tohomem on 
the nearest enemy 


9 Chocolate 


_ ) Donut Holes 
rT) 


eoocer [aig 


fa serious carbo 
load Just 
Munch on 100 


you'll win an 


Stuff yourself 
and boost your 
‘Ife meter by 
breaking open. 


quishing ene- 
Mies to find 
plain of donuts 


Get ready fOr a 


donut holes and 


extralifa —% 


crates and van- 


Bruno sis hardly the most graceful sword-fighter 
araurid, but he always puts his considerable weight 
behind each roundhouse swing! All but'the toughest 


Pp tremble and falf-apart after a few swipes 


from Bruno's cutlass, Because Bruno can unleash his 
mighty swing everi when crouching dotwn, he can 
sneak up en enemies whe are shooting arrows and 
fireballs at Him. 


ae j While floating over a blow= 


Rattle the lend- hole, press Left or Right on 
scape by jump- the Control Pad, then jump, This 
ing and then Move will catapult Bruno. away from the 
pressing Down airstream Sometimes, Bruno will have to 
onthe Control jane toa platform that’s seemingly too. 
Pad while igh Pressing Up while Saeurpre at tha 
Brunoisin the top of eblowhole’s airstream will catapult 
amr This earth- Bruno even higher Note, too, that Bruno 
sheking move will obtainmaximum lift if he enters et the 


cracks crates wide open It also allows Bruno to return 

to earth when he’s floating in the updraft froma blow- 

hole However, even the littlest enemies will laugh if you 
*. , try to pull this move on them. 


bottom of an airstream 
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COURSE OWE 
Beautiful Downtown Pigg 


Toting his cutlet-cutlass, Bruno will have to cut a swathe 
through the. swarms of wolves heading his way. Some 
wolves are masters of disguise, dolling themselves up in 
pink dresses and lurid lipstick in an effort to get close to 


their quarry Try to get through this course as“quickly as 
possibie. In general, stick to the ground. Up on the 
roofteps, you'll find precious few power-ups but plenty of 
big, bad wolves. . 


| wie 


Drop from the tower to the roof below, then leap left 
to land on this plat- 
form Jump up and 
two Frosted Donuts 
will appear. Since 
you can only carry 
one type of donut 
ata time, you'll have 
to fork over the 
dozen Powdered 
ones you picked up 
at the beginning 


COURSE TWO 


7 a ie 
A 
Samer ty ‘le 
; ee ee 
ee i p dy 


Your first blowhole gives you the opportunity to float and fling at the 
sama time Time your tosses and 
you should be able to douse the 
flame-throwing wolf without gat- 
‘ting brurned yourself Upon the 
ramparts, though, you'll have ahard 
time dodging the arrows shot your 
way Crouching and throwing 
donuts works for enemies on your 
level Move fast and eliminate your 
enemies as quickly aspossibie 


West Blowhele forest 


Yes, you can actually see pigs fly Well, more like float 
Swift updrafts from blowholes in the ground keep Bruno 
aloft That's a gabd thing, because whenever he touches 
ground there’s.a pool of treacherous ooze waiting for him 


Spir-jump to the tree tops, then jump 
up and te the left. A crate contaming a 
half-dozen Chocolata Donuts will fall 
from the skies Yum 


Q wwte00 rower 


Needless to say the wolves unleash therr air force in a des- 
perate attempt to hali this latest outbreak of swine flew Be 


._Suire to check the tree tops for power-ups while keeping a 


pigg’s eye out for ambushers. 7 


Pe Nea eA 


gaunt etof three \ wolves shooting 
arrows at you You cen leap aver the 
slow-flying arrows or break them 
with your sword 
After passing 
‘behind a tower, 
you'll encounter 
‘two more archers 
If you have three 
donuts remeining 
on your life meter 
when you reach the 
Jast enemy in this 
stage, you should 
be able ta smite 
hum fairly easily 
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eerie Frostea ©) Powdered ry) Chocolate @ 


Cruller © Holes D Continua aD LUp ap 


Seeking a tasty morsel of ete, this dragon'shead floatsin 
the air and shoots flames at Bruno! Quench his fire with the 
crates of Powdered Donuts that fall anto the lower tree Float 
under the dragon after it has finished firing at you and get as far 
away as possible The dragon will 
mave to the apposite side and 
drift slawly dawn Wait untit 
the dragon has fired afew 
flames, then toss your donuts 
as quickly as possible You 
wont be able to see the drag- 
‘on, but you'll hear its roars 
when you hithome 


"Geerronns 


Ths partially hidden crate contains a T-up 
You can only get ta it by leaping from the tree 
‘top on the right, which holdsa Plan Donut 
guarded by two wolves, 


VOLUMES * @)) 


Brune with an apple in his mouth! No wonder all 
the travel guides staunchly recommend avoiding 
this joint Our heroic hog will have to step lively 


inside Watch out 


mice, which are 
‘surpnisingly hard 
tohit Hey! . 
Where's ahealth 
inspector when 
youneed one? 


PR 


4 = 
p et 
WOSG 
._Wellff’s packetsn’t scared off by the legends that 
spirits of the great Pigg ancestors haunt this hal- 
lowed place Fortunately for Bruno, the ancient 
ones have Jeft lots»of weapons along with the 


HEADS YOU WIV 


Apparently dragons have a thing for iam, toa This 
an has an impervious tale but a very pervious head 
Unload any Frosted Donuts you have left as soonas 
you see it, then whack thehead at every apportunt- 
ty and pretty soon this green beast will fall to 
pleces over you, Save your energy on the home 
stretch by dashing past.all the enemies instead of 
fighting them a ] 


131608 


@_snrenoo power 


Bruno should make ike a stoal pigeon, flying 
up fram the counter to grab the 36 Donut 
Holes overhead Thenit's on ta the factory 


for the scampering 


pests with your handy cu 


® | 
1 
i} 
he wants to avoid becoming the blue-plate 5 see 
7 GUO] @& 
€ial Conveyor belts, jefly squirters and deep-fry 
prts all add to his travails And isn’t that “Alungry 
Like the Wolff” playing on the jukebox? { | 
HOLE HOG orm 
=— 


ESS ON 


These donut presses 
fecipraocate at different 

feeds Takea breather 
after each ane in order ta 
P time the next one Don't 
assume tiat It follows 
the same pattern as any 
of the presses you've 
already passed. 


City of Swine 20 


usual urns and inscriptions Watch out for the 
surprisingly troublesome ravens and rats that 
have infested the temple grounds Punish the 


OD 


if) 


a 
us 


} looks like the Wizzard of Wolff fae donated ett 


‘ter to bringhame the bacon! It’s tough to draw a bead on 
this madly gyrating joker, so move quickly Demonstrate 
your own slashing wit by swinging as fast as you can, or 
else bophim with any homing donuts you may have leftin 
your pigs poke Avoid the deep-fry pit if yau can 


POWER PIGGS OF THE DARK AGE 


Bruno would love tostop for one 
of these deep-frying mega- 

* donuts, but duty calls Carefully 
‘time your leaps ontethe bobbing 
donuts while watching for the 
jelly dnpping down When an 
archer pops off at you, blunt his 
arrow wsth Bruno's cutlass 
Expect to take a faw hits in this 
perilous passage 


Acknight in shining armor aims to 
have sliced ham for supper A faw 
whacks from Bruno's trusty cut- 
jass, though, willsend him running 
withhis tail between his legs 
Then, leap through this stack of 
crates to grab a cache of power- 
ups If you miss, you won't get 
another chance after you touch 
the Gilbert continuation below, 


This mazes chock-a-block with 
wolves (bad) and donuts (good!), Note 
the locations of the weapons so that 
you can retum whenever you need to 
re-arm Remember that you can carry 
only one tyoe of weaponat a time, so 
try to side-step the Powdered 
Donuts Snagging the 

Tupat the far end of 

‘the maze will take 

two fiybyson the air 

stream one tobeat 

the wolf, and the 

other to crack open 

the crate 


COURSE FIVE :! 
Worth Blowhole forest 


Step lively, Brunal.Many of the platforms will begin 
s tus hefty hocks on them, 
he'lf have to move quickly in order to make it 


sinking once Bruno res 


Ignore the donut holes 
Instead, leap past them to 
Cause aplatform to drop 
‘down Jump from the platform 
toat-upinthe tree tops it 
takes patience to grab this 
prize, as you'll have to ascend 
a senias of inoving platforms 
to getio this point 


Berg a creativetype, Gilbert has desighed 
ar odd-lookmng factory.Dinky platforms, 
conveyor belts, talf stacks of crates and 
blowholes galore make for a tricky tnp. 


il. ‘actory manager wili try to make ground pork with a 
flurry of flying mallets Stand close to the stack of crates 
and deflect the mallets with Bruno's sword, then ump up and 
hurl Powdered Donuts athim When the manager jumps to 
the floor, watch out for his big whomp You'll have to work 


quickly to beat this 
bruiser befora your health 
meter runs out 


@ mintenoo rower’ 


COURSE SIZ 
Gilbert’s Donut 
Factory. 


There's even a cella, where Gilbert stashes’ 


through this wind-blown stage Watch out for ene 
mies bobbing in the breeze and the unmarked holes 
that will drop Bruno into tunnels. 


his ¢xtra inventory of confectioner’s sugar 
Wolti’s minions have taken up commanding 
positions throughout this difficult stage. 
Count on taking lots of hits before squaring 
off with the factory manager at the end. / 


Riding conveyor belts wi attling enemies: 
seems tough, but consider the alternative If 
you fallinto the deep-fry vats below, you'll 
probably lose a life before reaching the con- 
tinwation point 


SS = 


POWER PIGGS OF THE DARK AGE 
Exit the underground maze dy jumping aboard arising plat 
form When it finally stops, tame the little wolf pushing a 
bug explosive mace, 
TOM tien leap to the 
left to grab a half 
dozen Crullers- » 
Their homing cepa- 
bility is especiaily 
hetpful when you're 
bobbing nan 
updraft 


SIN UIdNs 


Darkness has settled over the land as Bruno 
hears the Wizzard of Wolff's lair The top 
hog won't have a chance to relax as he 
whacks his way through the enemies sur- 
rounding the castle. Stick to the ground and 
try to get through the troublesome town as 
quickly as possible However, you'll proba- 
bly have to do a bit of cave-exploring before |" 
you get to the castle Since the Wizzard him- 
self is full of hot arr, it’s natural that his cas- 
tle has plenty of blowholes. When you final- 
ly get to the reof for a snout-to-muzzle 
showdown, concentrate on bonking the 
cruel canine on the head 
Who's afraid of the big bad 
a. doll Wolff? Not Bruno! 
att 


2) 


VOLUME 83 


| KILLER MOVES. 
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vi COMBOS FOR 


CUTTING EDGE 
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KILLER INSTINCT 2 


7 


qavoay 


ite. 
BEG FOR MERCY | 


You've experienced its bone-wrench- 
ing action for yourself, but have you 
truly mastered the awesome power of 
Killer Instinct 2? Not only do we have a 
choice selection of combos for each 
fighter, but we have the inside track on 
never-before-revealed strategies and 
tactics. Join us as we dissect the new 
combo breaker system, unlock the 
secrets of Super Linkers and explore the 
science and strategy of Pressure 
Combos! 

Combo Breakers. 

Pulling off a combo breaker in KI was 
sometimes a dicey proposition. Unless 
you were an expert at your opponent's 
moves, you'd often find yourself playing 
punching bag. KI 2's simplified combo 
breaker system gives you a better 
chance at striking back. No more futile 
jabbing at the attack buttons, trying to 
guess the strength of your opponent's 
attack. With the new system, punches 
break kicks, and kicks break punches. 
When the first hit of an aufo double 
connects, a window of opportunity 
opens that allows the fighter being hit to 
whip out a combo breaker. This “break- 
er window” stays open until the first hit 
of the linker. As an added bonus, your 


second combo breaker in a given match 
is now worth two hits, the third is worth 
three and so on. 

Some of the auto doubles in the first 
KI consisted of a punch and a kick, but 
In KI 2, all auto doubles consist of two 
punches or two kicks. This makes it eas- 
ier to see the breaker window. Combo 
breakers also work against combos that , 
start with an opener/slap/linker 
sequence, but you'll have only a split- 
second between the slap and the first hit 
of the linker to launch one. 

Super Linkers 

Linkers were originally developed as 
a way to include a multi-hit special 
move in the middle of a combo. Not 
only are they cool to watch, but they 
also rack up a lot of extra damage and 
points. Now the emphasis is on variety 
and unpredictability. With four linkers 
per fighter instead of one, there are hun- 
dreds, perhaps thousands, more combos 
to choose from. Two of a fighter’s four 
linkers are Super Linkers, which we’ve 
listed on the following pages. Besides 
adding extra hits, performing a Super 
Linker when you've got a full power 
meter can turn a normal combo into a 
special effects-laden masterpiece! 


combos gives experts more geme play 


voLumE #3 @B) 


Much of Sabrewulf’s battle repertoire has survived intact, and he now 
has the added advantage of his Sabre Flip (Back, Toward + FK) to ward 
off air attacks. You can also get an extra spin into a Sabre Wheel or a 
Sabrespin by tapping Toward before starting either move (Back, Toward + 
MK or MP). Most players are familiar with these moves and can block them 
successfully, but the added spin may catch an opponent off guard and, if 
the last hit connects, allow you to start a combo, 


@6mk, qk, OOqp 
OOfp, Ofk, OOmk 


oOmp, gp, OOmp, COfp 
o6omp, Ofk, OOmpqk, GOfk 
OOfp, mp, OOmp, ap, GOfk 


60mk, gp, SOOGCOmk, qk, GOfk 
OOmp, Mp, OGOSGOmp, SOGOGCOfk 


For veriety, try a Slappy Combo, 
where 6 fala owitthat replaces 


en eeto double. 


Even short comboe cea be incredibly powerful 
(and most intereeting to watch it you perform 
them with a tull power meter. Give it @ ehotl 


tedium of the “my turn, your turn” pat- 
tern of hitting and blocking and encour- 
aging fighters to use more strate; 

bane of all true and honorab 

double 
easier, 
that a 


ocked, your opponent 
damage, but your 

st. If your oppo- 

¢ hit, he or she will get the 
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KILLER INSTINCT 2 


This burly barbarian is slower than mast of the combatants, but 
what he lacks in speed, he makes up for in power. The Conqueror 
(Toward, Down, Down/Toward + any punch) will ward off most 
tunning and jumping attacks, and Trading Places (Toward, 
Down/Toward, Down, Down/Back, Back +QP} will allow you to 
step around anyone who gets too close and strike him or her from 
behind. Add an extra swipe to the Web of Death by pressing Toward 
as you punch (Down/Toward, Down, Down/Back, Toward + FP). 


©00Fk, mk, O8OfS { , 
©OGFk, mp,eeeeqp { |” 


OO0OFK, Mp, OOGmk, BOOK ‘ 
OOCfkK, mp, OOOfp, OOO ex 
©00GCgp, fp,oeC@egqp #8 : 
OOOfk, mp, 
O6OCfp. mp, COOfp — we 
O0Ofk, mk, COOrnK, 
G000000fp 


©006Gcqp, fk, COOOOOfp, 
mp, S08eGqp 


With his trusty broadsword in his ands, 
Tusk hes the longest reech ot any ot the 
combateats, 


combos is the 
which is Toward 
fighters. For F 
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€ Breakers are 
built on n patterned after the 
per, Scissors” game. If 


@) swrewoo power 


6Omp, Ofk, O@mp, GOfp 


q “4 @Oqp, Fk, OOap, fp, COMk 

a 
allt gy OTK, mp, SOCGCOaqp, 
re fk, @Omk 
- OOfk, mk, O8C8GOmp, 


Nearly all of Combo’s special moves are based on charge and reverse 
charge moves, which makes for quick and easy combo building. Combo fs 
great against a slider like Spinal, since he can crouch and block then move 
straight into a Rollercoaster (Back, Toward + MP). His Role Reversal maneu- 
ver (Back, Toward + QK ) makes up for the lack of a teleport, but he’s still vul- 
nerable to attacks from above, like those from Maya, Spinal or Fulgore. 


OGmp, ak, @Ofp 
GOrmp, Ofk, G@Oqp 


@Ornk, Gp, O@mp, GOqk 


Sececofp 


If you use similar moves throughout o combo thee teck on 
something different for on ender, it will look like Combo is 
bailding up power, leading to a specteculer finish. 


Rescukel 


your opponent uses a Rock move in a 
Pressure Combo, you can break it with | 
your Paper move. The breaker window 
opens after the first hit of t m 
and closes at the second hit of 
cial move, tf executed properly ag 
the correct special move, a Pre 
Breaker will always work. To 1 ove will sometimes 
balance the strengths and weakn 5 another fighter’s Rock 


KILLER INSTINCT 2 


With so many jumping moves, Maya is a natural opponent for groundlings like 
Combo and Sabrewulf, who have few air attacks or defenses. Most players instine- 
tively biock at low-level, but many of her attacks hit high, which will catch the 
unwary. Her Spring-a-ma-jig (Back, Toward + QK or FK) is great for offense or 
defense, but for a real surprise, perform a Quick Spring-a-ma-jig immediately after the 
first to soar even higher, then execute a Dagger Drop (Toward, Back + FP), This will 
bring her diving back to ground level, and it works well as a surprise opener. 


GOfp, mp, GOfp 
G0Omp, Ofk, @Oqp 


OOfk, mk, @Omp, GOfp 
OOfp, mp, OOrmp, OOCOCOFK' 


OOfp, mp, O8O8GOmp, gn, GOqp. 
GOmk, qk, OOO9GOmk, OOOGCOFk 
Ofk, OOmp, fk, @Oqp F 


n't have to be the first mdye ie a 
move betore the Pressur¢ Opener, 
sete Opener/Super Linker{Pressere 


= 


Opener combo on for si 


other areas of th 
moves can be p 
punch or kick, g 
chance against 1 


At the same 
A 
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% With a battle repertoire based mostly on rolling the joystick in quarter circles, Kim 

% Wu is one of the easier fighters to experiment with and master. Her Splits Kick 
™~ - (Down/Back, Down, Down/Toward + FK) is tough to block, and if 

& & you use a Fierce attack with her Tornado Kick (Down/Toward, 
Down, Down/Back + any kick) or her Nunchaku Flame 

= m (Down/Toward, Down, Down/Back + MP or FP), you'll get a second 
a e hit. She tends to do better against fighters who stay at ground level, 


but that doesn’t mean she isn’t much of an air fighter. In fact, her own 
air defenses are rather thin. 


Pon OOOFfK, mp, OCOfp 

be OCOfK, Ofk, OOOqp 
860mp, ak, OOOrnk, GOOfk 
OOCfp, mp, OO6Omp, gp, PCOfk 
OQOOFK, Ofk, COOK 


: * OOOFK, Mp, OOOOCOFp, mp, COOgp 
i OOOFK, Mk, COOrmk, COOCOOOfp 
00, OOF, OOOTK 


Kim Wu's Blua Ball firaball caa stop 
ajump-in attack bafora it atarts. 


Sa 
Lee ee Desclopmaent 3 
R 40 la uation, Manager 


most important things to learn are the Scissors, Ro 
moves, and how these relate to your favorite 
character. Take this knowledge 
Pressure game. My favorites are Jago, 
and Combo. Learn some combos starting v 


. Jago and Combo’s top attacks (Back + MP); 
have the ls around. As for A 
Pressure ‘em until the e is the Pressure Queen 


@®) steno power 


KILLER INSTING 12’ 


yayvouy “St/ 


Jago is considered by many to be the most well-rounded of the combat 
ants. Though he takes a lot of work to master, he’s devastating in the 

hands of an expert. With the addition of the Ninja Slide (Down/Back, 

Down, Down/Forward + any kick), he now has high-, middle- and low-hit- 
ting attacks. For a really underhanded move, 
press Down, Down/Toward, Toward and QK 
to “fake” a fireball, He'll start an 
Endokuken, then stop. lf timed well, you 
may fool your opponent into blocking at 
mid-level, giving you the opening for a Ninja 
Slide. 


OCOfp, Mp, OGOfp 
eeOmDp, Ofk, OEOfp 
O0OFk, mp, COOfp 


000ck, Ofp, 9COfp 


OOF, rk, OBOGOOMK, COOOCOOfp. 
GOOfp, mk, GOOm«k, qp,. OOOfk 
GOOMK, qk, CEVCOOOFK, mp, OO8Ofp 


By now, moet players can see a Tiger Fury or a Wind 
Kick coming a mile eway. Tke “teke-out” lete you be 
more unpredictelde. 


allercoaster — Back Fist © 
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Most of Glacius’s moves use the same joystick sequence, so he’s a great 
choice for novices, The Icy Grab (Down, Down/Toward, Toward + QP) is use- 
ful for putting your opponent into a stall, and his teleporting Puddle Punch 
(Down, Down/Toward, Toward + any kick} can now be executed in mid-air! If 
you start hopping away, you just might fool an opponent into thinking you're 
retreating, but then you'll be able to catch him or her unawares. If you per- 
» form a Quick Puddle Punch, you'll regain some of your life meter in 

exchange for an equal amount of your power meter. The longer you hold 
QP, the more power you'll exchange! 


O0Omp, gk, OOOfKk 
©00mp, Ofk, OOOqp 


O0Omk, gp, E8Omp, ap, O0OFp F 
4b OO8FOrmp, Ofk, O8Omp, qp, O8Ofp 


O0Omp, GP, SOOOOOFK, mp, COOqp 
Cin air] OO Omk, cp, OOOFKk 
©00cp, fp. mp, S8Oqp 


Build up your pawer meter, than try a Supar 
tinker and a Supar Ender in a comba. You'll be 
amazad at how many Puddle Punches Glacius 
will throw! 


i h B wuhrada, Game c... j 


th, Ki 2 is a game of finesse, and his enthusias 
Jago rules! He’s what makes the game. If yo 
bo or Sabrewulf, but if you play, the: 


‘em with a top attack. If they block high, 
slide, He’s just so versatile, Yeah, Jago can be 
but any of them can be played cheap. It just 


@) suntenno rower 


KILLER INSTINCT 2 > 


Soma playars still miss har twin swords, but Orchid’s newly 
acquired Caf Slida (Down/Back, Down, Down/Toward + any kick) 
and Lunging Knee (Toward, Down, Down/Toward + any kick) give hor 
great versafility and put har squaraly in tha same loagua with Jago. Har 
Helicopter Kick Super Endar (Down, Down/Back, Back, Down/Back, 
Down, Down/Toward, Toward + Fk) is especially davastating and spec- 
tacular fo watch if performed with a full power meter. 


OOOTK, Mk, COOFK 
OOOFK, mk, OOOFp 


GOOfk, mk, GOOmk, GOOfk 
000mp, Ofk, @OOmk, qk, GOOF 


000k, fk, OCOOVOOmMk, gp, COOFK 
C00ck, fp, OOOO fp, COCDECOTK 
OOOFk, Mp, O©Omk, qk, OOOgk 


Orchid ia oaother very stylish character Mix up 
kar movea and huild up har power metar as much 
as possibla. 


Supar Elactra-flect © 


Ichi-Ni-San OOOOCGCH 


ouace —— Super Spin O€ 
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f ey Spinal was ignored by many players in his original incarnation because his 


“tap” moves required different timing from the other moves in the game and 
4 4 
Ro 


took some getting used to. It’s now easier to go from his modified Skele-port 

(Down, Down/Back, Back + any kick) to his other special moves, which are 

*\7 now all “roll” moves. He can dive at an opponent by pressing Down and FK 

while in the air, but his mast interesting new feature is his ability to drain ener- 

“ww gy from his opponent’s power meter and add it to his own by pressing Down, 

Down/Toward, Toward + QP at close range. 
O00fp, mp, OOOqk 


©00fp, Ofp, OOOmk 


©00mp, gk, OOOfp, OOCFK | 
GOOfk, mp, CGOmp 4S 
009mp, qk, @O6qk 


OOOFK, Ofp, COOFp, Mk, CBOgk 


£ Y—_, 200K. Mk, C90000Mp, gp, CGEM 
be C00mp, ap, COCDOOTK, 
mp, OGO0OFK 


Oreining your opposent’s 

fava meter will keap him or 
er from esleashing more 

powerfal combos on you. 


UP acd Designer” Vrepre 


comes as no surprise that, for an artist like Karl, 


@) sunrenoo power 
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Though KI purists call them “cheap” moves, they can’t deny that 
alternating between Fulgore’s Laser Storm and Plasmaslice is very 
effective for keeping opponents at bay or forcing them to try to move 
in closer. If you want to spice things up, though, try pressing Toward, 
Down/Toward, Down, Down/Back, Back and FK to render him invisi- 
ble, then move in for the kill. There’s only a small distortion in the air 
to indicate his position while he’s invisible, and an Eyebeam 
(Down/Toward, Down, Down/Back + MP or FP) fired from the air is a 
good way to soften up your opponent prior to a combo. 
COfK, mk, OOOfp 


©0Omp, Cfp, OCOfp 
Ofp, COOfk, OOOfp 
OOF, mp, O@Omp, gk, COFK 


OOfk, Ofp, COmk, qk, @8Omp 

OOfkK, Mp, OGOOOCfk,. mk, OOOfp 
OOOfp, Mp, SOOGCOck, fra, COCGOOOfpD 
O8Ofk, OOfk, Mk, C8Omp 


Even if you fada out, your oppoaent wi be abla to saa 4 amall diator- 
tion ia tha sir and heer your foatatapa ar the other sounde you maka aa you 
move. Invisibla doaaa't maa invulnereblal 
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LINFOGRAMES PRESENTS A FAST-pACED 
ADVENTURE GUARANTEED TO LEAVE 


GMURF FANG BLUE IN THE FACE. 


OL, 


Wee epic quest begins Smurf Village.J€S 4 gBtetMnurt mission, so you cht credle a sfiectacle as yall makejyour 
Away out fOWs. Keeping a low jiiipfile is hard*work, esy@lally With so many accident prone Sypurfs running aroun, Avoid the 
Arusy Srila collecijall the Raljpberries, Stars and SargijparillmLeaves you ‘ind along the path. 


A forest lies gn the edge of the 
Smurf Village, ond unfriendly folk live 
above and below the trees. You can 
find valuable items here, too, Smurfs 
don’t weigh much, s6 try jumping up ona 
falling leaf ond using it as a stepping stone. 
Just keep on eye out for any rotten apples 
waiting to fall from the trees. 


GP wntenvo rower 


WEETY suURF. 


COING TS FREE THEM. 


WATCH OST FeR veuRsELe, 
Fae 
= 


TOE SMURFING WILL 


THE SMURFS 


yeu ane 


SIN Wdns 


Be 
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() uicH OR Low? 


The crafty but klutzy Gargamel bfoke the bridge leading intoctows) 
which is probably a good thing or he would havéstiurfedmore Smurfs than 
the four he smurfed, Ask your flying feathered friends to help you across the 
river, but keep in mind that the birds can’t carry your weight all the way across. 


Th iivay foredt isqnucl{wilder than the wildesiiesa ypu explored ear the Smurf Village, but there are more hidden. 
Raspberries, Sarsaparifla Lea¥es and sreurfy items toifitdd) Fake your'time and planjyour paili as you spring across ie rate 
foliage. Whien you reath the/end of the Dark Forest, you'll find yout ' frithd, Jokey Smurff # 


Beotoeseeseeestecans 


eeeeseseeeseesecosvece 


Jokey Smurf is ready to take a turs off the journey through Smuri Lake. Use his exploding Surprise Packages to 
decimate the obnoxious insects in his path. At least the yellow ducks aren't foul. They're happy to help you. 


(@" wisrex00 rower 


After hyreiy omar beneath 
‘the bri look 


SIN Uidhs 


a he Tanda 
halding Down en 


~~ {-UP Low DOWN 


“Tha prize beneeth the 
bridge is a Smurf Doll. It might 
seam a littla thorny getting 
f ard the wandering porcupine, 
‘hut rt you tima your laap as tha 
- prickly rant saunters right, you 
*cen Collact your doll and apring 
“up ta tha exit fastar than 
“= Greatly Smurfcengobhia © 


A fealhardy Smurt wandar- 
ing th the Dark Hes 
1g by a Buzz Fl 


© rHe1-up note ‘= 
Gather coura this falling Isaf tha b ol 
fscrsoa On tharwit youl Mat eanerslaiusestioa seen Diaeacty a4 


far you inaide wer imurfs that laap toe soon oftaa bump their ey hiee 
“> -heada on tha Gave opaaing. = 


yo cececsccccccgec gee relinec c oWMMM acaveccsc dh cccccdy cc cute: once 


; The ist part of Act’ just looks r 
i = ‘ecary because 

eile 

‘ 4 ~ 1 e@ to claar cbatac! 

a 2 sal all 
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While the Fields iook flat to ordinary folkythe low vegetation creates a jungle for any 
creatures the size of a Smurf. Work ea a ‘Cavefutiy through THE thicket, and don’t 


GARGAMEL’S GAUNTLET 


THE DAM SPRING SPROUTS 


@) snrew00 rower 


THE SMURFS 7S 
= © 


HAVE A BLAST 


_ THE MOUNTAINS 


_ BAD NEWS BUNNIES | 


THE MINE =) )7HE OLCANO 
creme MM > THE CLIFFS 
"7 THE DESCENT 


3) GARCAMEL'S MANOR HOUSE 


CHALLENGE #1] 


va 

NHL ‘96 
The Stanley Cup playoffs are nearly upon 
us, but bigger questions remain: Who 
has the best in oirons percentages? 
Who can make the most saves? Who can 
score a tiple hat trick in one game? Send 
in a shot of the Record Holders screen 
showing your winning slap shots and 
stunning saves. The top twenty record- 
holders will skate away with four Super 
Power Stamps. 


@ MwteNoo Power 


CHALLENGE #2] 


SUPER MARIO KART 


The Mario Kart Challenge continues this 
month on the’ Star Cup Circuit. We want 
your fastest times for the rough and 
tugged road winding through Choco 
Island 2. Mail in a clear photo of your 
best winning times The top twenty road 
warriors will burnesome rubber as they 
ride off into the Mushroom Kingdom 
sunset with four Super Power Stamps. 


KILLEREDYSTINGT 
<< — 
This month eae Cis on the prowl. 
The Battle lenge heats up as 
a fet ae in the 
i mere statis- 
f Mail us a photo, of your top 


s<-. 
yo Orchid scores on Kilte Aystwsct for the 
/ Super NES. . The top ién-wctors in the 


Battle Zone pick up’ féar Super, Power 
imps faster than you.can say#Lasaken.”, 
- —_ 


| NAME THAT GAME! 


Are you a game fanatic? Do you know 
games inside and out? Take the follow- 
Ing quiz and see how much you know 
about the favorite games of players 
around the world. Look for the answers. 
in next month’s tssuet 


1. You had to find a hospital if you want- 
ed the eggplant off your head in this 
NES hit 

2. Players could shatter the glass around 
the rink in the first hockey game from 
EA Sports s 


3. Sell fish in the market for 21 Rupees in 


this Super NES role-playing game. 


4. This very vegetarian role-playing game 
featured a series of paper, rock, or scis- 
sors battles. 


5. Forgive Deneb the witch and your rep- 


utation will suffer in this Super NES strat» 


egy game. 


QUIZ ANSWERS FOR VOLUME 82 
1 Ams Dome 2. Tums expenence pots into 
ae 3 Inside the Black Omen 4 loka Village 5 
‘White Rock 6. Toma’s Pop. 7. Kayar, 


at a 


pene 
—_ 


DKC 2: Diddy's Kong Quest 
Things were quiet in the Battle Zone until four 
horsemen rode in from the Central Plains The 
fast fingers of James Ray Loewen, Matt 
Dornbush, Steve Caverly, and Tom Lyman blast- 
ed the Central Division to the top of the rank: 
ings The West finished a distant second, with 
their top player, Eric Sandler, finishing in Fifth 
place Jason Ravera's 3 34 time kept the East 
closain the contest 


Top Ten Fastest Times for 102%o 


BATTLE ZONE \ 


James Ray Loewen 
Matt Dambush 
Steve Caverly 
Tom Lyman 

Eric Sandler 

Jason Ravera 
Patrick Yercich 
David Biel 

E.J. Hassenfratz 
Andrew Main 


Isabella, OK 
Waterford, MI 
Muskegon, Mt 
Chicago, tL 
Cameron Park, CA 
Ballimore, MD 
Globe, AZ 
Warren, NH 
Partersville, PA 
McLean, VA 


& 


Jonathan Loken 

Casey & Ted 
Malesevich 

Michael Mavros 

Kirsten Miller 

Jason Pavlina 

Nat Pow-Anponpkil 

Sam Pulley 

BoseAnne Beynolds 

Luke Rogers 

Jim Bysinskt 

Lloyd Simmons 

Jason Slewart 

Rick Weis 

Wanda White 

Danny Whitehead 

Zachary Wilkins 

Erwin Yuen 

Henry Zhou 


YOSHI'S ISLAND 


100% Scores in World 3 (Volume 79) 


Luis Arevalo Simi Valley, CA 
Chris Argento Bayonne, NJ 
Josh Bales Washington, PA 
Ken Banks Bidgecrest, CA 
Jonathan Bashar Albany, NY 
Louis Baudo Cleveland, OH 
Ms. Lee Bauer Greendale, WI 
Ivo Becica Cherry Hill, NJ 
Farid BenAmor Sunland, CA 
Jon Bray Reedley, CA 
Trent Burg Overland Park, KS 
Scott Chatterton Clearfield, UT 
Manho Chung Des Plaines, tL 
Jeremiah Ciero Marion, KS 
Roy Deller Pasadena, CA 
Aiesha Dhas New York, NY 
Patrick Ellerbroek Valencia, CA 
Louis Erikson Ft, Worth, TX 
‘Chris Estes Batesville, AR 
Kyle Faust Wackdield, RI 
Thomas Fenner Enid, OK 
Andre Flory Kettering, OH 
Kalen Gallagher San Jose, CA 
Addison Green Melville, NY 
Joe Haley Leaminster, MA 
Mike Heller Naperville, tL 
Ka Hiatt Anchorage, AK 
Curtis Hilmes ‘Othello, WA 
Kevin Judd Shawnee, KS 
Ngangi Kanani ‘Wiggins, CO 
Stephen King III Suquamish, WA 
Christopher Leibenguth Allentown, PA 


Louis Baudo 
Andrew Beckett 
Shawn Boast 
Bichard Calvi 
Correy Cambell 
Billy Davis 
Manuel de Silva 
Lorianne Fulco 
Chris Hare 
Travis Harper 
Michael Hasbun 
Daniel Hegeman _ 


ENTER THE ARENA | 


White your name, address and Member Number on the back of 


r photo, 
Responses to this issue must arrive by May 10, 1996. The top qualifiers 
feceive Super Power Stamps Include your Super NES in the photo of your 
high score Dim the lights and then take a few photos without a flash. 


Seattle, WA 
Mayville, Wt 


Homosassa, Fl. 
Park Ridge, NI 
Kenosha, Wt 
Douglas, GA 
tyanwood, WA 
‘Winterport, ME 
Portland, OB 
Widgefield, CT 
Taylor, Mt 
Mobile, AL 

'W. Covina, CA. 
Charleston, WV 
Johnson City, TN 
Bartlett, TN 
Fremont, CA 
Alhambra, CA 


YOSHI'S {SLAND 


100% Scores in World 5 (Volume 80) — 


Brooklyn Heights, OH 
Sheboygan, Wt 
Portage, PA 

Mansey, NY 


Waxhaw, NC 
Jacksonville Beach, FL 


{f you're taking a photo of a Game Boy, place it ona flat surface. 


idress entries to 
POWER PLAYERS’ ARENA 
P.O. BOX 97033 
REOMOND, WA 98073-9733 
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The puzale masters at 
MAL deliver a sweet 
surprise to legions of 
Kirby fans! With ff 
stages, Block Ball 
delivers hours of 
hand-held fun, and it 
ranks high in replay 
value, too. Colorful 
Super Game Boy 
enhancement adds 
bounce to this block- 


Sure, you and Kirby would love to clobber 
every brick in sight But you'll never make 
it to Stage 17 unless m~ 
you can get a mini- rep | 
mum) number of Di, 
points, called the BONUS CHANCE 
border line, in each 
; stage Fortunately, 
The heftiest Game Boy title yet there’te lots of ways 


weighs in at 8 megabits, but to make a run for 
there's not an ounce of fat here the border. the 
HAL has packed the game with starred Score Blocks 
more than 10 different kinds of reward multiple 


lock: | ing ene- hits Hit Fi 
blocks, 22 strange-looking ene Its Hit a Flip teeters vill out ona 
mies, bonus rounds and a spe- Block twice to con- parade n your honor if you clear 
cial 1-up area Kirby can morph vert light-colored the border line ina stage 
' into a stone, a needle, a burning blocks to dark 
Nice use of the Super Game ball, or a giant spark, and he ones, which are worth three timés as many 
Bay palette means that snacks on hidden cakes; cartdies and points. Activate 2 Round Bonus by. hitting 
there's a different calor for apples, OK, everyone, it’s time to follow the last Switch Block then clearing out the 
each five-round stage * 
the bouncing ball! remaining blocks as quickly as possible 


NINTENOO POWER 


KIRBY’S BLOCK BALL ) 
y 


STAGE ONE 


BOUNCE, LITTLE 


> BUDDY 
ISLE GET A Before you clear the first round, hit the big Score Block seven 


q -UP | times to collect a total of 6,350 points Two more Score Blocks 


are hidden behind the blank spaces in the second and fifth 
Finishing the later stages columns When you hit the 5 - 
feyetharcdias a cement characters. strolling at the 

block. Get some help rt top, they'l! briefly transform 
by digging up a hidden thio bonus items Hit them 
Warp Star and riding it quickly to win extra points, 
to a special place where 


Kirby can win extra lives 
In Up Cloud and Air Hockey, 
Kirby 1s a plain old ball who's always in 
danger of rolling off-screen, leaving you 
with nothing The surest bet for winning at 
least 1-up 1s Up Down. 


408 IWY9 


The blank spaca inthe middle hides 
a Warp Star Touchit before it flick- 
ers away and you'll be whisked 

away on your first trip to -uplsle 


InUp Cloud, you 
bounce a cloud up 
tothe goal and 
racaive the num- 3 
ber ofextralives When you hit the Switch 
shawn Be Black on i rahe, the ' 
tient if _ Femaining blacks transform 
aria te into ‘ragle Through Blocks 
sup Clear the stage as quickly 
as possible to gain a bonus 


Play three rounds of 
Air Hockey You receive 
an extra bite for each 
goal you score 


Before cleanng the Target 
Shaating Area, hit as many 
Star Blacks as passible 
They’tl caver the spikes in the 
upcoming majar-enemy round 


For aach 10 stars 
u touch in the 
tar Catcher game, 
you'll wing tup If 
you touch a bamb, 
though, your 
chances will ga 


fnUpDown, you 
flip cards with 
peuneat Kirby 
until you get 
4 four ye a nd 
Youcanadd 7 
cards by baync- 
ing off thebat- 
| tom bumper 


more times before 
be admitted to Stage Ti 
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STAGE TWO 
The goggle-eyed 
characters con- 
j ceal bonus 
a tems Collect 


pA, them befors 


You’ve been bouncing _.. Be) voucloar all 
along quite merrily ‘til e Ry the blocks or 
now, but you'll have to Nggeil eser 
unleash the ewesome border tine 
foree of the Kirby Power 

Bounce if you want to 


elear this rocky stage! 


ROUND 1 


The darkest blocks are Power Blocks. 
You can only destroy them with the 
Kirhy Power Bounce, activated by 
pressing the A Button just before Kirby 
hits your paddle 


ROUND 2 


Start by going for the bonus characters 
on the rght, then Power Bounce 
through the, Power Blocks, which are 
worth 500 points each 


if you can quide 
bg Kirby by angling 
re: him off ane of 
the stars on your 
paddle, you'll find 
iteasier toreach 
the Warp Star 
hiding near the round 
Pinball Block 


You get 500 points for each second left on your 
30-second Round Bonus timer, so avoid the, 
Switch Block as long as possible 


ROUND 3 


The little whales conceal Flip Blocks, 
which change the light-colored 
blocks to high-value dark ones 
and back again 


ROUND 4 — 


Tune up for the upcoming squid 
encounter by watching Kirby acceler 
ate whenever he bounces away from 
one of the smiltng 
Pinball Blocks 


Don't worry about 
catching the hap- 
less little squdat 
‘the top until 
you've collected 
every Star Block 
Insight 


© snrenoo rower 


__KIRBY’S BLOCK BALL _ @ 
<3 STAGE THREE @ 
Seoreh through this stage 
by bumping into the 
frowning characters in the 
first two rounds and win- 


ning Kirby’s special Spark 
ability. Hot-cha-cha! 


ROUND 1{ 


Start. your bouncing day by knocking 
out the block in the lower left-hand cor+ 
ner to activate a hidden Warp Star that 
whisks you away to a 1-up contest 


ROUND 2 


If you still have the spark ability from 
the previous round, let ‘er np once you 
get inside where all the point blocks are 


AO8 IWVI 


LAAN A O- 


Thase hallaw Ability Blacks seem impene- 
trable, but Press B when you have the Spark 
capability and you'll burn nght through them. 


Kirby may get stuck in arepeating patternit 
you don’t slide your paddle or activate his 
Power Round or Spark ability, 


ROUND 3 


Maximize your points by clearing out the 
dark blocks on the nght and bottom, then 
bop the round Flip Block to convert the 
remaining light blocks to dark. 


ROUND 4 


Don't tet the masked marvel at the top 

of the screen spook you Take your time 
to collect every last point from the twa 
Score Blocks and every Star Block that 
you can 


Collect the Score Block, hidden just below 
the middle of the screen, before goinginta 
the Round Bonus 


é little masks 


Four hits will 
unmask the 
mask, reveal- 
ing a falling 
farp Star 
Catchit ta 
mave onto 
the final round 
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STAGE FOUR 
_ JDOUBLE BALLS 
How about 2 nice round of 
a ee 


is the toughest test yet of \ 7) 
your Bloek Ball ability! 


ROUND ft 


Hf you have any spark left, use it to bura. 
through one of the Ability Blocks at the 
bottom, activate a Flip Block and clear 
out the high-value dark blocks 


ROUND 2 


Super Bounce until you've squeezed 
every_last point. from_the two Score 
Blocks, then flip the Switch Block in the 
middle 


ROUND 3 


The goo-goo-eyed guy conceals” a 
Double Balls block. Don’t worry if one 
ball lands on the spikes. You won’t lose 
a life untl the second ball gets spiked. 


Most of the time 
you'll be watching the bouncing balls, but 
stay alert m case one heads for the spikes 


Keep Super Bouncing to wipe out the Through 
Blocks and get the biggest bonus possible 


Remember, Kirby will survive the spikes on 
all four sidesif he's Super Bouncing 


ROUND 4 


Star Blocks «an save you a world of 
burt when-you step into the ring with 
the major enemy in the next round 


{takes four hops“ 
before ths smilin’ 
Jack morphs into a 


Werp Star that takes Ricochet through six more stages of block-blasting fun! The road keeps 
Kirby to the final round. S 4 

; getting rockter, but you can smooth it out with the help of Kirby’s two 

new special abilities The needle ability gives you a second chance to 

(is) WINTENDD POWER Eats Kirby, while ta Kirby leaves nothing but ashes in his wake 


KIRBY‘S BLOCK BALL 
STAGE FIVE a 
oO} STONE PO’ WER 
— lf you teuch one of the 
Stone characters, Kirby will 
gain the ability to drop like 
a rock, demolishing every- 


thing in his path before ric- 
ocheting at a crazy angie. 


ROUND 1f 


Start by. bouncing Kirby off the top pad. 
dle and into one of the stone charact 
ters. Don’t be distracted by the bonus 
character or you may tose a life 


ROUND 2 


Kirby can get a high bonus-round score 
by getting the stone capability, heading 
for the fap of the screen and rocking outs 


A08 WYO & 


Because stone Kirby drops like a you-know- 
what, you'll have to coax him to the ton of the 
screen to cemolish the Ability Blocks» - 


The seventh stem ona Score Block earns 
you 3,200 points Hit itnext “ie met 

has a special abili- 
‘ty and you'll 
wina Fup 


pike Kirby on 
the spikes 
andit's bye- 
\ bye, stone 
ower. | 


lose a life if 
Sa Lo he's a stone 


at the time. 
Start by tapping the hidden Warp Star 


In the lower right-hand comer It will 
take you to the 1-up contests 


ROUND 4 


Clear out the Star Blocks closest to the 
sides first, then Power Bounce the 
remaining Star Blocks and Power Blocks 
before taking/on the mean little moon.) 


After you doom the moon with, the 
Power Bounce, the sun will slowly 
cross the sky, sending scorching sun 
_ spots that burn your paddle and the Star 
Blocks until you make if set 


Club the cary 
tankerous 
crescent F 
saveral times 
andit wil sat, 
leaving alone 
Warp Star high 
inthe sky. 


-BRICK ROAD 


The cavorting creampuff also meets a brooding bomber 
who turns out to be a nice guy, after all. When his fuse 
burns down, he blows up blocks that Kirby can't demol- 
ish by himself. It’s a blast! 


‘vowness 


a OE EEE 


MAKING THE GALAXY SAFE 
FOR BOVINES EVERYWHERE! 


If you’re looking for the lighter side of gaming, EWJ 2 is the Pak for 
you. Just becai i it’s Funny, doesn’t mean that it’s easy! Luckily for 


us, the folks at Shiny Entertainment made sure to pregram a busioad 
of cheats into the final version of the game, and we have them right 
here. We'll also tel! you how to get to Secret Leve! Number 37, and we 
have new maps and hints for the later stages, including the final’show- © 
— down with Psy-Crow! As for other secrets 
in EWJ 2, you may be wondering why Jim 
is S'poeeang a peicycie on the cover. 
.. Wonder no more. 
The race was a 
special stage that 
never made it into 
the final game. 


NTSC 60Nz SUPER NiHTENPO 
EARTHWORM Jim : Te 


Avoust t¢9 
RTA LAMENT. ONE. 


“SEREER 


«cy aarti pifieye 


M995 Shiny Entertainment, Inc. 
AllRights Reserved. 
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EARTHWORM JIM 2 


SKiP TO MY LeveL, 
MY DARLIN’! 


Earthworm fim 2 doesn’t have a true password feature, but you 
won't need one with these stage codes, Just press Start fo pause“ ola Qs 
your game and enter ines code for the ae hg want to reach. R) How does Jim spell his 

s AP AS reeweisue veda sw first name? 


AXALRAA, ts ABKAB ALR 


}. Do you know the way to 
San Jose? 


.. Whatis Doc Duodenum's 
lavents clisese? 


. Can Jim recite Tha Raven? 


What is the capitol of Assyria? i 


. Whatis Princass Whet's 
Her se ii teal name? 


. When is Jims nycthde 


|. in what year was the Bettle 
of Hastings? 


|. How much wood would a 
woodchuck chuck? 


Can you rub your stomach 
and pat your head? 


. Whats the specific gravity 
ofcomon the cob? 


. Phrase your response in 
the form of a question. 


. Should the capital gains tax 
he repealed? 


. What cotor ~ 
is Jim's red 
gua? 


Can Jim 
speak 
French? 


LSCONTROLLER LEFT 
R=CONTROLLER RIGHT 
D=CONTROLLER DOWN |. 

USCONTROLLER Up 
AG, Y=BUT TONS 
 SSRLECT 


COpES, COWS AND F 


through. Press Start to pause, then enter the appropriate code. All 
of the codes can be mixed and matched any way you like! 


tnstanc Se" | /seeecsieae 
LIS.RISLS.RIS xX.5,%,B,X%.S,%.A 

Piet staat a 
SLSR SLSR 


These 


codes will 
You caa ship to the naxt etage ot any time ty The first code ; cherge your 
pousing the geme, eetering the code ed will give you en ; life meter to 
pressing Stort. You'll be moo-ving through the oxtro life eoch a . 3 full copeci- 
vene inno time! time you use It, a ‘ ty. The“? 


eo eee ele 
s. s ee. 
AranioLehot ge. _lastait Plasma Guin 
XK, X. XKKS Continue Reece Pk 


VS.YBXBAB 
One Continue’ 
A, S. A.BKXY.KY 


ning, these codes will do the trich. Be eure to 
enter them before the geome is over! Need big en ae 


a Views eae 
S.S.S.S.S,8.8.6 3 Shot Gun 
J SBE | KKK KAAKS 


After you eater the couo, Jim will disappear, 

poh tiered 
jeer oral stage se A tom 

reappear. Bo coratiistincetes Jim doesn't Hit ‘om high ond law with this fob piece of 


firepower. You'll olso get 509 rounde of ammo. 
elwaye appear on the poth. if he doese't, 
ho'l fall oft the serosa eniioeso Ufa for your trouble. 


NINTENDO POWER 


KKKRKAAABS KX KXKABAS 


“Reet eo 


Se reer get the gun end 10 rounds of tue bub- 
mo, ell for only ooe code! Whet 0 
rder nowl 


You'll get only three aoe on the firet try, 
but if you repeet eny of the weepon codes, 
you'll Score more emmo. 


X.X.K,KABKS 


KEXKABEBB 


16 to wipe out ell enemies on 
You'll get only one shot, atieeost 


situotions, one shot ie all vl need! Instead of heving to bump the by of hot oir 
<5 ee, ° ‘sl long, this code delivers it to the side of your 
a - * hondy rocket pach. 
SURUEFT Button, Quiz Game - 


“le BvT Ton, L. R, ‘S 


aie So WaviNG wereATER 
THE HEFALiOUS PS¥-CRON 
Ue HERO, EARTHHOOM Jin 
WINS GACK THE HEAT OF 
tHe Lovety 
POTHUCESS wMAT'S Hee Wame 


Enter this cede to te watch the hil 
to Jim's letest edvesture. Whet is i 
these cows, esyway? 


Get yer meol worms right heral Use this code 
to get oll the worms you'll need to play the 
quiz end strength bonus gemes } 


WrSe Goltz SUDEO NiKeENDO 
Eavrinoecs Jie 2 
Kea song, BAlGs SUEP EAL BeEne. ame 


jae SESEE! 


bE, Tika 


SLRALX ALR 


From this screen, you cen select oy stage 
ond ectivate the mop view cheet ueing the 2 
Control Ped end the ¥ Buttoe. Ploco the cur- 
sora “sound effects” end prees Stert te 

to your geome. If the cursar ie on aeath- 
€r fuection, thet fuection will be cenceled 
When you return to your geme. 


_._ EARTHWORI 


SALLY'S Qs 


17. 


8. 


9. 


20. 


21. 


22. 


23. 


Cen Jim speak Germen? 
Cen Jim speak Spanish? 
Can Jim speak Chinese? 
Can Jim speak Farsi? 


Does Jim have piroshe ie 
his aquarium? 


Does Jim's mother 
approva of his dafas? 


Con Peter Puppy hava a 
bite of your ice craam 
sandwich? 


. Ine dogfight befwoen 


Spitfire eed a Harrier, 
which plene would win? 


. Cook some meatloaf and 


I'll boit some potatoes. 


. Whats the capitol of 


South Dakota? 


|. What coloris a 


marshmallow? 


. How long is a piece of 


string? 


). Who is the patron saint 


of video games? 


. How many legs has & 


kefydid? 


|. How do you 


compute 
the area of 
acircie? _ 


Not enough baco! ict? Here are the directions to Secret Stage 


SeECREF SUAGe NUMBER 37! | | j 
/ } 


Number 37 (also 
from Level Ate. ¥ 


irked” or “Get Forked”), which is accessible 


the same about luncheon loaf ever again! ‘ 


Dott Get Fortiaae 

Start Level Ate as you normally pa; , 
would and make your way to the ¢ 
first Continue Point. From there,- 
keep going fo the right and use 
Snott to travel across the ceiling. 
Keep going to the right until you ( 
see a hill of bologna, then a single 
strip of bacon. Stand on the right 
side of the bacon, jump up and right and use your Snott 
parachute to float down and left under the bacon. Walk to 7 
the left, and you’il be automatically transported to Secret / 
Stage Number 37. This stage consists of a bacon pathway 
with forks moving up and down, ready to skewer you. 
There are power-ups and safe spots at various points along 
the path. When you get to the end of the stage, you'll be 
transported back to Level Ate, just ahove the spot where 
you disappeared. 


; alee gun 


G) wnrewo rowes 


FHe FLYIN’ KING 


It’s difficult to see the sides of this stage, even when you use the map view cheat. 
The Earth Flag is on the right side of the screen, just past the first group of 
small islends, the Meal Worm Fleg is in the center of the screen just 
past the first continent, and the Jim Flag is in the sea of green 
ooze neer the end of the stage. If you miss something, you 
can change direction by pressing the B Button. Some ? 
enemies will fatch on to your rocket cycle and “a 
weigh you down. Press B repidly to shake 2 4 F ty 
then off. Your cycle has unlimited 


Se) Oe ee 
START |. a a 
UppeERLY ABDUCTED 


To score the first two flegs, a Chip Butty and some extra firepower, ga to the 
right end drop down the first pit. Welk through the wall to the left end fol- 
low the path to e teleporter. You'll reappear on a ledge above the starting 
point. Walk to the right and jump over the teleporter. Walk to the edge of the 
ledge and use Snott to swing to enother ledge beyond. You can’t see the patch 
of slime on the ceiling ebove you, so it may take several tri 


The passage thro® 
just e bit ebove gre 
you'll heve to meke 
te get intcit. 


a 


It’s a race ayeinst Psy-crow anda slew of death tie designed to reduce Jim to a messy smear! Blast the rotating blades and doors, and do 
your path with Psy-Crow’s path or you may find yolirself jumping toward a ledge that isn’t there. One of the trickiest spots is ebout one-qu 
wey through the stage, where you must jump e gap and get through e door before a string of spheres drops on your head. If Psy-Crow | 
door first, he'll slarm it in your facet The map view cheat wan't help you here, since Psy-Crow will appear next to you wherever you start. 


. INFLAFED HEAD 


an en oe "This vertical stage is chock full of hidden items and power-ups, so it’s worth it to scan 
on the it with the map view cheat before you take off. Besides using the helium tanks, you can also 
™ blow up your head by pressing B. To descend, press A to fet the air out. Breaking a light bulb will 

a “dg take up to 10% off your life meter, and there are murderous mice stationed all along your route, 


each armed with a deadly spitball shooter! 


§ Seeenenieeeeee Tne 
‘ « 
Toutes i 5 k: | 
hi the wall is : - : ; | 
ind lavel, so | clever enough to 5 
alittle hop i ‘Stip through this maneuver around 


wall for the Meal | four light bulles, 
Worm Flag, some | 
ammo, @ couple of 
warms and a lovely 
Chip Sutty. | 


ae 


| ee | y 
| to deflate X 
e ; your head to 
Y ' escape. 
i nd left 
SE ale — | 
¢ | find e worm and 


ter of the 


eaches the | ou 


suit power pecks 


"ae a 


he object here is to grab the round mouse cages and feed them into the machines, 
hich will then transport you to the next eree of the stage. The Hooded Chickens 
re ennoying, but e quick shot from any weapon will send them diving into the - 
yeves of paper. If you face the Filing Cebinets, they won't charge at you, and 
ney'Il open their drawers for you to use as steps. Zs is 


Flip the ewitch on the 
boiler to tum off the 
flemes then use Snott to 
swing to this ledge. Your 
reward will he e Worm 
Fleg end 10 power pecks. 


Jump from the tower of 
peper in the middle ot the 
eree to the smell | 
the left neer the ing. | 
From there, ese Snott to 

swing left end up to this | 
extre lite icon. 


This is the eesiest 1-Up 
q ise the 
st to miss. As you 
jemp down from the boil- 
ers ebove, hold lett to 
fall into thie hole. Walk 
te the right to exit. 


. What is the species neme of 
the duckbilled platypus? 


. Who wan the 1394 


World Cup? 


. How meny TV sets ere in 


the average American 
household? 


. Anaverage of 2.8 children 


36. 
37. 


38. 


39, 


40. 


41. 


42. 


43. 


44. 


Are you being served? 
What is a paradox? 


Did you save eny room 
for pie? 


Whatis a tarhee!? 
Who was Cherlemagne? 


What Broadway musicel is 
besed on annelids? 


Whatis the Union Jack? 


Coal is to water as 6 light 
bulb is to: 


1f cigarettes cause cancer, 
whet causes Capricom? 


. Will you pleese knock it off? 


|. Hey kids, what 


time is it? 


Coming soon to your Super NES 
and Game Boy From Black Pearl 
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LUFIA 
RETURNS 


ever say never when it comes to 
N video games Taito and Natsume 

proved the truth of that saying 
by arranging it so that Lufia fl will appear 
for the Super NES long after it was thought 
to be dead in the water. Natsume will pub- 
lish the long-anticipated RPG from Taito 
this year, with a release date scheduled for 
May or June This 20-megabit, battery- 


backed-memory ttle follows in the foot- 
steps of one of the more popular RPGs for 
the Super NES. For years, Lufia was one of 
the games that received the most questions 


from callers to Nintendo's Game Play | 


Counselors 


In this new adventure, which takes ° 


place prior to the time of the orginal Lufia, 


the Sinistrals have just come down to the 
land of Lufia to begin their reign of domi- 
nation. Maxim, a young hero, leams of his 
special destiny to protect the world, and 
he sets off to nght the wrongs that have 
beset the many towns Joining Maxim are 
six characters and seven capsule pets, all 
of whom help out in battle Some of the 
warriors fight with weapons while others 


cast magic spells Capsule pets lend a 
fang, as well. .up to a point If they take 
too much damage, they run away. Battle 
parties max out at four characters and 
may include people or pets. Your adven- 
turers usually travel by foot, but some- 
times they‘Il need to board a ship, take 
wing in an airship, or dive under the 
waves in a submarine designed by their 
companion, Lexus. 

The new Lufia improves on the play of 
the original in almost every area 
Graphically, Lufia It mixes traditional RPG 
overworld views, in which a small charac- 
ter tromps about a map, with interior per- 
spectives reminiscent of Zelda games 
Town views look like they came from the 
Dragon Quest or Dragon Warnor series, 
and the town areas contain the traditional 
shops and characters who impart informa- 
tion Weapon selections can be made with 
a ring menu such as those used in Secret of 
Mana or Evermore. Battles occur random- 
ly in the overworld, but in the dungeon 
areas, Maxim can shoot arrows to stun 
enemies in order to avoid going into battle 


_ As they explore the vast dungeon areas, 
. players stumble across puzzles and traps 


—_— 
arate as on in Perclniod or Legend of 
Zelda A Link to the Past Even if your party 
Is getting the short end of the claw, you 
may have a chance to come back, thanks 
to the innovative IP meter, a feature usually 


. found only in fighting games The IP meter 
; fills as you take hrts and your character's 


rage builds When it 1s full, the IP meter 


‘allows certain berserk attacks with special 
{ weapons Another great house-keeping 
, tool is the equipment preview in shops 


Before buying a weapon, you can see who 
uses Ht and if it will increase their status 
Lufia Il may borrow elements from 


: other epic games, but the developers 
+ chose the right elements to borrow and 


blended them into an exerting mix that 


should keep you questing for 60 to 80 
hours or more, The world is vast and the 
puzzles are many Look for more coverage 

; on this mayor epic in the next few months 
here in the Epic Center 
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GET READY FOR 32 MEGS 
POWER AS MARIO 


, AN EPIC JOURNEY TO 


- “hag! 51996 Nintendo/Square. Character © Nintendo, 


j > Square. 
@ THE SWORD FRO, 
& THE SKY! 
f You've never seen a game like Super Mario RPG 
2 Ax , Led by Mario creator Shigeru) Miyamoten 
talented teams at Nintendo Company Ltd 
ey A and Square Soft spent more than a year 
hy 5 developing the most stunning graphics of 
any RPG yet. The result’ fully rendered, 
three-quarter views ihat are guaranieed to 
take your breath away The story begins with 
@ giant sword named Smithy plunging from 
the skies into Bawser’s Keep The sword 
vows it won’t rest until it rules the world? 
Fans wondering if the game play matches 
the stunning graphics can rest assured’ Super 
Mario RPG delivers the goods, big-time Mr 
Miyamoto has put his magical stamp on this 
one-oi-a-kind ttle. Mano’s quest to thwart 
the supernatural invaders will take him 
through bucolic towns, down an under- 
ground river and onto a sunken ship He'll 
nide a barrel through raging rapids and play 
a tune by hopping on musical tadpoles He'll 
develop a bevy of new attacks to go with his 
famous jumping ability. He’ll even team up 
with all-new companions, including Bowser 
himself! 


NINTENDO POWER 


F CERTIFIED STAI 
EMBARKS ON < 
SAVE THE WOS 


BOWSER’S KEEP 


Toadstool was enjoying the sunshine in 

p: 10's garden one day when Bowser swooped 

a down and princess-napped her! Brave Mario imme- 
diately seis off for Bowser's Keep. After defeating the 

Terrapins standing guard outside Bowser’s throne room, 


oo 

¥ Manio finds the trussed-up princess dangling from the 
ee y ceiling while Bowser gloats from his perch atop a nearby 
rw 


chandelier Before Mario can rescue the princess, though, 
a gle word encircled by seven stars plunges through 
Keept 


é 
MARIO’S PAD “sg 


ario quickly informs Toad that the 

princess won't show up soon, then 

dashes back to Bowser’s Keep 
This time the front gate is blocked Hearing 
a booming voice, Maro looks way, way up 
and ts shocked to see a hideous face on the 
giant sword speaking to him It’s Smithy, 
announcing his plans to conquer the 
world! 


The first Save Block 
} lies just outside 
Mario's front door 
Hearing of the 
frightful invaders, 
Toad urges Mario to 
warn the Chancellor 
of the Mushroom 


VISTA HILL 
s . z 
Kingdom 


4 
MUSHROOM WAY 
px: Goombas, Spikeys and Sky 
‘Troopas patrol your path. They pro- : 
vide a good opportunity to practice eugistet 
Timed Attacks. Executed properly, they sometimes 
4 surrender 
greatly increase the damage inflicted. ont flor 
You can sometimes boost Mario's ers Here, 
defense by pressing the A Button just yaaa 
before an enemy attacks nnzes Tis 
Wait unt the 
Spinning red 
flower faces 
the hilltop 
before press- 
Ing theB 
Button to 
leap 


HURTING THE HAMMER 
BROTHERS 

These two brutsers block the path to the 
Mushroom Kingdom and hold Toad 
hostage Be sure Mario has reached at 
least Level 2 and has a full supply of FP 
before going into battle. Defeat each 
brother with a Timed Jump Attack and a 
timed Regular Attack You'll win one of 
their hammers, which will become 
Manio’s default regular attack If he later 
returns to Mushroom Way, he can win 
plenty of experience points and coins. 


(38) _NuTENOO PoweR 


e aa. ; ch 


he Smithy Gang hasn‘t yet 
ade it to the Mushroom 
“singdom, so you won't have 
to” worry about enemies here 
Trstead@ "head straight to the 
Mushroi Castle, “which 1s in an 
uproar the missing Princess 
the Ghanecilor on the sinster . 
, ta at Bowser’s Keep. In The forgetful Chancellor wili call 
“Fetuin, edt give you some valuable Mario back several tines 
suppliesjancluding a world Map. K's 
fun to explore the houses, but you 
won't gainjanything from them. 


Don't 
forget 
tocheck 
the castle 
vault for 
items hid- 
denin trea- 
sure boxes 


BANDIT’S WAY _| 


TO: KERO SEWERS 
Mario meets Mallow, an odd: looking tadpole with 
the strange ability to change the weather 


“ « Foramera 

. three 
coins, 
Mario can 
spend the 
night here 
When he wakas up, his HP will 
be replemshed, as will that of 
any companions with him. 


TOOL SHOP 


Purchase a Shirt and Pants, 
then equip Mario and 
Mallow with them for 
added protection. Also 
be sure to stock up 
on Honey Syrups: 


The guards would love ta chat, 
but they don't have any useful , 
information Instead, head for the ¥ ir 
vault, then go to the throne room is 

: T 


toconfer with the Chancellor 
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© nwtenoo rower 


Craco could make a 
4 clean getaway but 
prefers ta jeer at his 
pursuers 


BANDIT‘’S WAY 


ario decides to help Mallow 
recover his coin, which was 
stolen by the sniveling Croco 


When you 
activate these 
moving plat 
forms, coins 
will appear aut 
of thin aw 


ahead of Mario and Mallow through- 
out Bandit’s Way. Keep 
pursuing him, though, and even- 
tually he'll have to tum and 
fight you. After defeating 
Croco, retum to the Mushroom 
Kingdom so*Mallow can com- 
plete his errand 


VY , a CROCO, THE KLEPTO-CROC 
So Mario should attack Croco g Se > =e 

forcefully with bis Jump and Fire Orb. |JEQeaay Ms 
None of Mallow’s attacks are particularly 
effective against Croco, so opt for defense 
by pushing the B Button when it’s his 
tum. Eventually Croco will reach into his 
bag of tricks and replenish bis HP with a 
weird mustiroom spell Keep attacking, 
and soon Croco will fork over the stolen 
Frog Coin 


MUSHROOM KINGDOM 


dark shadow has descended over this once-smil- , 
A ng land. The citizens tremble with fear at the “@ 
sight of the Shysters bouncing down the streets! 
Head straight to the castle’s throne room fora show- 4 
down with the usurper who's holding the f£ 


Chancellor hostage Cc 
7 — \ 


4 


The Shysters Stand your 
like to spring ground in the 
out onunsus: thrane room and j 
pecting don’t be intimr ( 
assers: by. 5) dated by these 
heir attacks gyrating goons 


drain lots af HP 


Look at mmr Can't even bounc 
Hey, Maybe we could bounce ON 
HISHEADLIES 


MACK THE BIG KNIFE 


the key to blunting Mack 1s minimizing damage from the 
squads of Shysters guarding him. When Shysters appear, 
Mario should conserve HP by choosing defense mode while 
Mallow attacks with his Thunderbolt. After the bouncing 
brutes vamoose, it’s time for Mario to Jump Attack the big 


blade while Mallow replenishes their FP supply. pe Bac gts Oe are 


Are we happy about. thi 


world! Marto’s Jump Attack 1s useless 

against the disembodied spirits lurking 
unless he’s put on a pair of Jump Shoes at the 
Mushroom Kingdom's Too! Shop before going 
down the pipe The Antidote Pin, also available at 
the Tool Shop, inoculates Mallow against poiso- * 
nous phantoms For the quickest route, follow the cap- 
tal letters You'll have to double back through pipe C after 
draining the pools) However, you'll find that beating the 
enemies ts fairly easy, especially rf you have Pure Water 


p repare yourself well before descending into this dank under. 


You'll have to drain 
the sewers in order 
to get to this pipe It 
takes youto Belome, 
the four-eyed wraith 
of the underworld 


'MALLOW? THIS Is the entrance 


Mario and Mallow can 
always return to the surface 
for more supplies. 


Bigger Boos willtry 
to prevent you 
from reaching this at 
switch, which 
ee sewer) Thanks to dark magic, Gobys 
Thenearby tam- © j ss “ can keep swimming and 
poline returns you. . 7 attacking even after Mario 
the suefate. = 4 drains the sewers. 


Pandorite 
disguses himself 
as atreasure 


The sewers are crawling with 
eoin-nich Rat Funks 
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“LOOK OUT BELOME! 


This big-tongued, four-eyed demon packs 500 HP 
and some mighty spooky spells Equip Mario with 
Pandorite’s Trueform Pin to neutralize Belome’s 
Scarecrow Funk, which changes flesh and blood 
into sticks and straw, In this condition, only special 
attacks and defense will work Unlike other 
demons that haunt the Kero Sewers, Belome ts not 
affected by Pure Water Instead, attack with 
Mallow’s Thunderbolt and Mario’s Jump 


MIDAS RIVER 


Y=: didn’t think Belome would give up the ghost | 10; MOLEVILLE | 


easily, did you? After evaporating into thin air, 
Belome opens up the sluice gates that keep the 


Taging Midas River out of the Kero Swim upstream , 
Sewers Here’s your chance to soget aay 
improve your cash flow by picking ble Be sure to 
up regular coins, and even some hook the green 
Frog Coins 


Frog Coins There are no enemies 
here except for the treacherous 
currents and some sneaky 
coin-bandits 


Slip into anopening and you'll bob Back above ground, the barrel-jumping Save your game, thenpay 30 coins if you want to 
‘through hidden caverns ta another part event gives you tha opportunity to grab tun the nver again Toads gift of @Nok Nok Shall 
of the nver More coins amplifies Mario’s Regular Attack 


ithy Character that q elcome to the peaceable aquatic kingdom, 
appeared at Gowser’s Keep... ruled with a gentle webbed-hand by 
He is quite formidabie, yes? Mallow’s wise grandfather, Frogfucsus 


u hy = Hop on the tadpoles’ backs to an island in = 
. i @] the middle of the pond where Frogfucius 
Mm will pique Mano and Mallow’s 


cunosity with tantalizing clues about 
their mission Frogfucius also reveals ~~ 


7 ” a secret about Mallow’s past it seems ’ 
Frogfucics reveals that the secret ting that he 1s not a mere tadpole, after all! Before 
Smithy hes in the ghmmeringstarg. = leaving, you shouid inspire the great com- 
» hs poser, Toadofsky, who’s searching for a new « 1 
. une, and visit the Frog Coin emporium and 2, a ‘ 
Juice Bar 
= 


“His underlings are 
wreaking havoc in our 
‘,world!“ 


q 


‘You're a first timer, ‘aren't you? ~ 
isten up. The green 
pemiodicalty are Frog Cai 


Poa. Swe cgl ey 


Purchase supplies at the Frog Con 
by swapninga Cricket Pie for Frog: emporium, thennourish yourse!f at the 
fucioussFraggie Stick Juice Barnext door 


Tt's Frogtucius’ Suite #18. 
#<50 La Mi Re Oo Re Do Re>. 
Toadofsky's fond of it. too! 


Tie a 


This tadpole dreams of becomngamusi- The grateful Toadofsky will give you an 
cian Memorize this song before proceed: Alto Card, good for discounts at the 
ing to Melody Bay duice Bar 


= SS 


THE EPIC CONTINUES... 


You've only begun to explore this deep and detailed 
RPG. Next month you'll take a trp on the platforms 
above Rose Way and come face-to-face with the 
strange creatures lurking in the Forest Maze, and experi- 
ence the big bang deep inside Moleville Mountain 
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Ogres, knights, sarcerers and mansters of 
every iik have maved fram the battlefields 
af Zenabia to distant island kingdams in 
Quest’s epic strategy game, Tactics Ogre. 
Epic Center uncavers the magic af this far- 
eign phenam in aur cantinuing coverage af 


tap epic games fram Japan. 


In our continuing effort to make North 
American epic game fans jealous of their 
Japanese cousins—not a difficult task the: 
days—your Epic Center staff recently pluggec 
in and played the Super Famicom version of 
Tactics Ogre. Previously, we reported that 
Japanese Gamers had ranked this sequel to 
Ogre Battle in the top five 
release last fall. Now we know why This 24 
megabit Pak with batiery-back memory it all 
excitement, strategy, replay value, graphics, sound and 
story The development team at Quest redestgned the 
entire Ogre Engine and the result 
is Magic 


nes since Its 


Altitude plays 
a significant rote in 
Tactics Ogre. Characters 
who take the high groundusual- 
ly have a great advantage aver 
enemies below them. 


(©). wireu00 power 


Denim moves from 
one battle to the 
next, buthecan 
also move back 
along his path to 
towns or shops. 


Ogre places as much importance on th 
as on the attributes of the combata! 


1995 QUEST 


Tactics Ogre creates a battlefield expenence unlike that 


of any other RPG or strategy game In Ogre Battle, playe: 


created units of several characters and moved 
them independently over the map Good units 
would fight bad units in RPG-type battles. 
Ogre concentrates on individual battles You hat 
Just one party, but it can include up to ten active 
characters while many more walt in reserve 
When your party runs into the enemy, the two 
sides square off on a unique, 3-D map that may 
contain hills, buildings, streams and other feature 
and obstacles Individual characters move.abol 
= this three-quartérview 

terrain, seeking to gain 

advantages For 

Instance,.a winged 

| warrior can fly to 

the roof of a 

house and 

shoot down at 

enemies Using 


separate move and attack phases, you can sneak 
A) up behind characters and hit them from behind 


In asurprise attack You can also attack a 
ioe, then run away. The battlefield 
dictates how you move your 

forces and which characters 

have an advantage. That's 

what makes Tactics Ogre so 

unusual Unlike most RPGs, and 

more like war strategy es, Tacites, 
batilefiel 


AMI Bo 
LY-7->__ Spode 


Characters can change tlass when they gain 
experience This knight can become a ninja, 
beast master or s: oleh ier 


= magic and hi 


The game is set after the war in 
Zenobia, in a distant land where three 
realms have divided an ancient king- 
dom. Denim, the hero of the game, tries 
to unify the three lands. Helping him are 
his sister, Kachya, a childhood friend, 
Vance, a winged man named Canopus 
and Warren, a wizard whom you may 
recalt from Ogre Battle With these char 
acters and other friends and mercenaries, 
Denim marches through the land bringing 
liberation 

Other forces are also at work Four 
gods—Fire, Water Wind and Earth—preside 
over the destimes of mankind One of these 
gods will be your protector, aiding your 
dering your foes in battle You 
must also contend with the god of ight, 
Ishtalle, and the god of darkness, Azmodi A 
character's alignment with one of these two 
gods may determine his or her fate in 
upcoming battles and your ability to change 
the class of the character 

Initally, the game seemed slow Battles 
may take half an hour or more to complete, 
but each battle turns out to be a strategtc 
game in itself The Al of the enemy forces 1s 
good enough to keep you on your toes and 
he sheer weight of superior enemy numbers 
makes for a challenge in most battles Like 

» original Ogre Battle, Tactics Ogre grows 


on you At press time, no plans have been finalized to bring 
Tactics Ogre to the US, but Epic Center has tearned that 
one Amencan publisher is interested in releasing the game. 


Form an attack team at 
the outset of abattie 
Other characters may 
join you during the fight 


De i ie BPE « 7OC-% 
um, 3 jam === 

Acharacter's range 

shows up clearly on the 


battlefield, helping you 
decide your next mova 


Rome wasn’t built in a day, and the same will certainly hold true for 
your civilization. In fact, it will probably take over six thousand years 
of careful planning, learning, battling and building before your soci- 
ety will be ready to shake the bonds of earth and reach for the sia 


I FAQs 


In Volume 79, we covered - 
some basic cwilization-build- * 
ing strategies This month, } 
we'll answer some of the ; 
more frequently asked ques- * 
tions we've received Some of 
the solutions may seem ob’ 
ous In retrospect, but wi 

game this complexg som: 
times the obyous: ar 


| of terrain can be changed to 

other types to allow for irri- di 
gation and mining, but , 
unique resources may pe lost | 
In the process 5} ampland,|? and _ made 
for examples yields only ” equipment and traiming ; 
average affiounis of food and { obsolete Indbothcases, your 7 


‘ must be converted todgeass- pail tary untts have m3) scrap; 
aland fo produce ynore You: 


most of their, weapons. nd : 
L Id double-food preduc- 


tactics ¥ and start from 
Hon in that square; buteyou*; scratch” With the advent of 
could lose.uwgto four unusof 


Gunpowdér, the soldier's 


sloped. Why? 


le face of- fulitary, tactes 


pb Bee 4 trade. goods, etre Valu prinfary weapon changed 
wy able gems’ from the sword to the gun 
aN Won't My £ x j ? With the development of ° 
, Settler...? -” ; Where Did My internal combustion ; 
“One of ie “mosi-Common : Barracks | Go? » engines, cars, trucks and : 


Fauestions we-Hear 15j"Why 
Won't my” Seitier irrigate oF 
mune” this, square? Keepy In 
‘mind? that only’ ‘certain types” 
of terrain) can’be Inrigated or . 
my, the ase of irnga- 

tov; make.sGre the square in 


Barracks? ensure that your 
troops will be provided with 
the best equipment and . port and mounted attack. 


training available. That’s ‘ 3 

Where Did My 
Improvement Go? 
City improvements and mobile 


units sometimes disappear, 
because of a lack of furfds, 


why cities with Barracks 


to maintain. if you/fal 
cash," food, orfesources, the 
“computer“ will | pick one. GP 
more 1 1s fot you, 18° Tose 
q automatically The” compiyfer 
wilt delete non-éssential 
‘“imprayerfents, like Wonders 
of the Worl, 
deletes basiey irprovemerits 


Your first set of Barracks will last 
for a few thousand years o 


Consider all the pros and cons 
before youmodi‘y a square 


+ produce more powerful 
? Veteran units, Barracks wll, 
question 1s located next to a : howevepy ‘disappear twicg 
water source, like a river, ! dusingthe courseof a game. 
ocean or square that 1s ieThey disappear i ‘inynediately. 
already imigated Some types # 


and aftér Combustion ws - 
th of : 
these discoverieschanged = 


then-current : 


tanks replaced the horse as : 
the primary mode of trans- } 


Every improvement ang unit ; 
costs money and/or r : ae : 
short of 


befote. if will ld 


after ages 1s inverted like Barracks and, Granaries. If : 
© uwtexoo power Frnt 


a y , 
your shOrtfalh)s small, it's fike- 
ly that are on yO Tow budget 
i pen RE milttary upits "or 
= (settlers, wit be the-first to feel 
ihe budget. ax” 


. Check your cash flowbefore you 
: buildimprovements and units. 


: How Do | Boost 
* Trade and Taxes? 


: In our last feature on 
Civilization, we stated that 
establishing trade routes and 
creating Tax Collectors are 
two good ways to increase 
revenues. These measures 


Pidon’t always pay off well at 
first, though, and hike any- 
fing in Ciihzation, they 
# should be managed carefully. 


: 


} Sending a Caravan overseas can be 
avery profitable venture 


Remember that the size and 


: cities, as well as the 
F and existence 
* between then,” Will pia 
* trade goute income, Havin, 

. Marketplace at pt Of a 
P rdute 1s also a plus. Each, oy 
can have upto three primary” 
routes ara time,.ard iE you try 
tovestablishMore fan :- 
‘the soniputer will foc 

thee nigst® Prin 
ones Astor chaheing f 

ynio Tax Collectorskeep an 
syeu off the Ropillation Roster 
id your’ production stats 
whet y you do so. Creating Tax 
Collectors may cause wealthy 
? citizens to turn into normal 
citizens or make happy citi- 


toads 


level of civilization of partnen™ 


/ 


zens unhappy ones Make 
sure that you're still produc- 
Ing enough food after the 
change. If you don't produce 
enough food to feed every- 
one, your population will 
drop, and you may lose more 
taxes from the change than 
you'll gain. Work on boosting 
overall food production and 
population first 


How Do I Stop 
City Production? 
Your cities will always want 
to produce something, and 
there's no way to “turn them 
off ” Unfortunately, this does 


not let you build up much of Veter, 


a surplus of moneys “or 


resources. There ise way t@ 4 
fool the compiter into stop-? Défen: 


After a city fin 
A oer don’t change-the production 
DICT, an ntiaiaee 


“itunly once in a while. Order 
your city to produce a needed 
improvement, like a Granary 
ora Temple When it is com- 
pleted, do not change the 
production order The city 
can't make two of the same 
improvement, so it will sit 
idle until you change the pro- 
ae order. Once you 
the order, the option 
iuild that Improvement 
ill, disappear from the 
"Production screen If you 
don't want to or can’t pro- 
duce city improvements, the 
only other option you have 1s 
to continuously produce mili- 
tary or civilian units and dis- 
band them as soon as they 
appear You'll avoid paying 
for their upkeep, but you'll 
stll have to pay for their pro- 
duction, and the process 
often causes unhappiness. 


i attack and defense fai 


i times, 


Pup to 3 times 
: defense modifiers are always 

* calculated last For example, # 
F let's say a Catapult with a 
i base attack factor of six is 
? attacking a Phalanx with a 
| base defense factor of two. 
. Sounds like good odds for the + 


Why Do Stronger 


Units Lose Battles? * 
4 When an attack 1s declared, 
: the computer adds up the 
: attack and defense factors of 
: the opposing units, calculates 
i a set of odds for winning and 
: decides the outcome by mak- 
ing a computerized "dice roll" + 
* based on the odds There are 

+ several elements (known in; 


most wargames as "modi 
fiers") that can increase $ 


and sometimes allow weak 


status, which a 
Of a unit's by 


Pattack’ 
factossto sts to} eth 


facksfac 


vad 


ply the base defense fac- 


tiply the total defense factor 
Improvement 


Take a look at Terran and other 
factors before you attack 


> Catapult, nmght? Not if the | 
Phalanx has a few defense + 
modifiers in its favor! The : 


Catapult has Veteran status, 


which increases its attack fac- 


ae, 4 


and-fmprovements. _ 
ae #9pes of Terrain can : 


ter anywhere from 1.5 to 3° 
H Veteran status and + 
+ Fortification each add 50% of # 
a unit’s base defense factor to 
t its total defense factor, and + 
? some Improvements can mul- : 


tor fram six to nme. Let’s hy 
: the Phalanx ts ina owen 


Hill, which m 


“winclebrings Ae”: 


Oiplomats can gather vital intelli- 
gence before an attack 


and the Phalanx’s total defense 
factor. In this case, this would 


be nine divided by eighteen, } 
which equals 50 or a 50% } 


chance of the Catapult winning 


the battle As you can see, + 
defense modifiers can give © 
weaker units a fighting chance! * 
: Componenis, one Habitat 


How Can One Unit 
Beat Two or More? 


When there 1s more than one $ J, 


tally" to sIK TheMiry a 
‘ 4 equipped wash Cy Mh IIs, 2 
? defenders to prevail we aie pitti pies: the 4otab { 


i more powerk Patios 7 ae fay three-for 
prs ~ modifier 1s iP Grand | me (Prahfee 


caleulate” 
can 
; divides 


for by the sum of the = 


gear total attack factor * 
* Wonder of the Industrial Age 


In that case, 


city square. 


Pjdefending units must be 


lefeated one by one 


* How Do ! Build a 


Ship? 

goal of 
eis to build an 
Ty space ship and 
another planet 
While building a World 
Wonder often helps you in 
some way, most Wonders are 
not essential to winning the 
game. The only exception to 
this 1s the Apollo Program, 
which 1s the most complex 


The Apollo Program must be 
completed somewhere in the 
world before a space ship can 
be built. If another nation 
developes the Apollo 
Program, you may not have 
immediate access to the infor- 


; mation Once space technol- 
i ogy 1s spread around the 


world, each nation can have 
only one space ship at a time 
lf your capital city Is con- 
quered, your space ship ts 
automatically destroyed, 
though it can be replaced The 
smallest space ship that can be 
built has nineteen Structural 


unit in a square that is being * fag 


attacked, the unit with the ¢ 


greatest total defense factor 
(after all defense modifiers are 
calculated) is considered to 
be defending for all of them 


. The other units do not partic- 
* pate in the baitle and do not 


contribute to the battle odds 
If the defending unit loses, all 
the units of the same nation in 
the square are destroyed. The 


‘Wil your humbie tribe ever reach 
the stars? 


Module, one Life Support 


; Module, one Solar Module, 
; three Fuel Components and 
: three Propulsion Components. 
: This type of ship will take 
only exception to this rule 1s 
when the defenders are in a / 


12.7 years to reach Aipha 
Centauri. 
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Chest Mods Codes 

I Hang on to your bananas, ‘cause we've got exclusive DKC 2 
codes! We apologize for the delay, but we think you'll agree 
that these babies ere worth the wait. As many of you heve 
found, when starting a new game, you can press Down 

, repeatedly on the 1-Player/2-Player select screen to eccess.a 
Music Test option and a Cheat Mode. If you want a bit more 
challenge, highlight “Cheat Mode” and press B, A, Right, 
Right, A, Left, A and X (“BARRALAX”) to remove all of the 
DK Barrels in the game. Press Y, A, Select, A, Down, Left, A 
and Down (“YASADLAD”) to start the game with 50 lives. If 
you enter both codes, you'll remove all DK Barrels and start 
with 50 lives. When you begin e new stage (except for boss 
stages) or return from a Bonus Area, you'll have both Diddy 
and Dixie, even if you lost one of them previously. 


Presa Down until the cheet 
menu eppeers. 


These codes work only witha 
new (bleak} gama file. 


ite code is entered carrectly, 
you'll heer @ tone end some 
chimp noises. 


You can’t une theea codes 
with seved gemes, so meke 
thaaa extra livee cauntl 


& @ 


Pan and Scan 

To commemorete the re-release of Super Mario Kart, we've 
got a new trick that’s just for fun. Finish eny time trial with 
no mistakes, then choose the Replay option. As you watch 
the “film” of your time triel, you can make the camera swing 
around your kart by holding the L or R button! 


Don't bump ¢ wall or abject, ar 
the trick won't work. 


> —7 Cane 


Rock ‘Em, Sock ‘Em 

Here’s another trick that’s just for fun. During the game's 
intro sequence, you can control the robot's punches with the 
left and right triggers. 


mr 


ites locking good in turn aum- 
ber one! 


‘Stert your geme as normel and Yoe cen teka a few prectice 
weit tor tha animatad aeqeence inches hetore the action 
tohegin. ects up. 


Oss 


SS 


Il 


DC IN 
, — 5@ 
: UC i Y 


Invincibility and Stege Skip 
If you're having trouble guiding Woody and Buzz back to 
Andy’s room, these codes will help you out. Go to Andy’s 
] dresser in the first stage and crouch on the lower shelf for 
five seconds. You'll flash when you're hit, but you won't take 
any damage. To activate the Stage Skip, jump on the bucket 
of toy soldiers in the first stage and crouch down for seven 
seconds. You can now skip to the end of any stage by paus: 
ing the game and then pressing Select. 


Enter eny leat eame from the 


Use the Trede Pleyers optica 
list aod preee B to loch itin. 


‘to get that atar on your team! 


Unlimited Ammo 
Are you fed up with getting blown up? Enter M1ROG3 as 


— your password, and you'll have an untimited supply of ammo 
/ for whichever weapons you choose for a mission. 
y 
If you eater the ievincibility The invincibility code must be 
code carrectl power ectivated lirst for the Stage 
ow meter will etert apinning. Skip cade to worh, 
This password works with .. thes geter any stage pass- ¢ 
ony stege peseword. Eater the word. Came and get it, ya dog a 
ammo password first... faces! 
More Hidden Pleyers f 
Back in Volume B1, we printed a list of hoop superstars that 
are hidden in NBA Live ‘96, and now we’ve got more names 
to add to the roster! Select the Edit Players option from the i 
Roster Setup menu. Highlight a player and enter any last 
name from the list below. The player’s stats will changeto Stege Select 
match those of the person you’ve named! Hold Select and press A, A, A, A, B, B, B, B, A, B, A, B, A, B, 
A and B on the character select screen. Choose your char- 
Wait “Clyde” Frazier acter and the Stage Select screen will appear. 
Julius “Dr. J” Erving 
Wiit Chamberiain 
George Mikan ( 
— Bob Cousy 
J Pete “Pistol Pete” Maravich f 
James Worthy 
> John Havlicek 
od Elvin Hayes 
7 Caivin Murphy A tone will sound if you enter You'tl come bach to this 
= the code correctly. ecraee after every stags. 


SAAT CO 6. 


GGG ¢ 
(3 Je 
= 725 —= a 


e@ Skip end Select 
i ere are 23 stages in Titus’s “prehistorik” Pak so we're sure 
you'll appreciate this codel Go to the Options menu and 
highlight “Exit.” Press and hold the L Button, then press Start 
454 {0 return to the Title screen. Highlight “Game Start,” then 
press and hold the R Button and press Start. You can now 
© skip the stage you're in by pressing and holding Select at any 
y Fa time. To access the Stage Select screen, press Start to pause, 
then press Select, 


; 


When yoo uee the code, you'll The Stage Select feature cen 
hearenewsoundettect whee _—teke you te eny port of the 
you press Stert. geme et any time. 

23 


Co 


/ Into the Ring 


Here's a simple little trick that will help you pumme! your 
opponent into submission. To get a weapon into the ring, 
grab an item and stand to the right or left of the ring. Jump 
towards the ring and press the Attack Button to throw the 
item into it. You must throw at the top of your leap, or the 
item will bounce off the ropes. tt’s that simple! 


mam, 


Throw en item from the side, 
not the tront or reer, 


Now you can give ‘em the ol’ 
oee-twol 


INT 


| 


Control Second World Fighters 

Last month, we told you how to access a new arena in the 
Duel mode. Thie month, we've got a code that will let you 
command different fighters in the Story mode! Go to the 
Options screen, highlight the Music Test and select a num- 
ber from 2 to 7, Now press Up, Down, B, Left, Right and B. 
tf you enter the code correctly, the screen will flash. Now, 
instead of controlling Shaq in the Story mode, you'll be play- 
ing as one of the Second World fighters! 


oPtionsS 


en Py, 
are 
Wea 

Each number trom 2 to 7 cor- You'll eventuelly face off with 

respeede to ¢ epecitic tighter. your evil twiel 


Somme 


Remote Control 

If you're looking for some Battle Trax competition but 
there’s no one around to challenge you, here's a tip. Select 
the Battle Trax mode and choose vehicles for both players. 
Wait for two seconds aiter the green light before you hit 
the gas. Any vehicle that’s not activated by a controlter 
after three seconds will be controlled by the computer! 


ELECTION 
Veleaainn: 


For ereel chellenge, pick the 


Its compete precision pitted 
eeme vehicle for both pleyers. 


egeinet humee cumning! 


Here's a clever but complex code that will let you run 
’ roughshod over the Aliens infesting Fiorina 161. Start the 
game, then press A, 8, Y, and X on Controller II. Press A, B 
or X on Controller | to make a number appear on the left side 
| of the screen. This number corresponds to a specific cheat 


| Cheat Mode 


option (see the list below). Pressing A gives you Option One, 
Pressing 8 gives you Option Two and pressing X gives you 
Option Four. Repeat the code and press A, B, or X to add 
one, two or four to the option number. The highest you can 
go is Option Seven. If you try to increase the option number 
= past seven, yau will instead subtract from the option num- 
ber. For example, if you have Option Six and try to add four 
to it, you'll get Option Two. If you try to add the same num- 
ber together, you'll cancel the cheat mode. If you enter the 
same code twice in a row, you'll add the corresponding 
number on the first try, then subtract it on the second. 


Option One - Invincible 

Option Two - No Damage 

Option Three - Same As Option One 
Option Four - Unilmited Ammo 

Option Five - Invincible + Unlimited Ammo 
Option Six - No Damage + Unlimited Ammo 
Option Seven - Same As Option Five 


Wih the levincible option, the 
Aliens won't bug you. le fact, 
they'll peee right through you. 


With the No Demaye optioe, 
you'll still get ae but your life 
meter woe't go down. 


OK 


Experts, shmexperts! If you've got an awesome tip or a killer code, send it int 
We'll print your stuff alongside the pros’ codes. So what are you waiting for? 
Warm up your brain pans, crack your knuckles and press those buttons! 


Extended Morph 

Anormal morph in Looney Tunes B-Ball lasts about ten sec- 
onds. To extend the time period, press Up, Left, Up, Left, Up, 
keft and X (with the default controller setting) before you 
change. This will more than double your morph time! 


The Extended Morph coets 
you 50 ceete. 


Th-ufterin’ th-uccotesh! Now 
there’s two ot “em! 


—___. SEBR 
OG ACRO-BAT +f o 
pa 


Even More Continues 
We printed a Five Continue code in a past issue, but here’s a ¢ 
way to get four more, On the title screen, press X, Y, B, A, X, 
A, B, Y, Up and the R Button. If you hear Aero give a yell, 
you'll know you've entered the code correctly. 


Be sure to enter the cade on You'll have nine centinues, 
the Title screee and not the which ie eeough te see Aero 
Game Stert screen. through lite’s ups end downs! 


Nintendo Power 
Classified tnformetion 
P.O. Box 97033 
Redmond, WA 
98073-8733 


POWER PASSWORDS SPECIAL 


Our last Power Passwords Special was so popular, we decided to print a 
sequel. Here are passwords for some of the hottest games on the planet! 


CASTLEVANIA DRACULA 4 


We printed a few C:DX passwords in Velume 80, but 
here’s the complete list. There are multiple paths through 
the game and two endings, 


af astleyania Py 


sracula 


eos 


stege 3 


@®) sintenvo rower 


SINK OR SWIM 


Titus's newest puzzler gives you a password every fifth 
stage. There's more than enough here to keep even the 
most rabid puzzle fan busy for a long, long, time. 


Stege5 CRUMBS Stage SS PADDLE 
Stege ID JUMPED Stege 60 FATMAN 
Stege 15 JIGSAW Stege 6S SUMMER 
Stege 2D WARSAW Stege 7D CLOUDS 
Stege 25 BANANA Stege 75 KEBABS 
Stege 30 OYSTER 
Stege 35 TENNIS 
Stege 40 ISLAND 
Stege 45 CRATER 
Stege 5D DENNIS 


Stege 8D LIZARD 
Stege BS SILVER 

Stoge 90 BRIDGE 
Stege 9S RECORD 


STAR TREH: STAR 
FLEET ACADEMY 


‘a.you have what it takes to be a Starfleet d¥icer? These 
P8sswords will help ensure that you graduate from the 
Academy with flying colors! 


Missice 2 XAXRAXABXRYL 
Missice 3 XAXRLYYYXRYB 

Missioe 4 XAXRYYRRXRYX 
Missioe S XAXRBAXBXRYR 
Missice 6 XAXRRXYRXYXL 
Missice 7 XAXLXXABXYXB 
Missice 8 XAXLAYYYXYXL 
Missioe 9 XAXLLYRRXYXR 

Missice 10 XAXLYAXBXYXX 
Missice 11 XAXLBXYRYBBA 

Missioe 12 XAXLRXABYBBX 
Missioe 13 XAXBXYYYYBBA 
Missioe 14 XAXBAYRRYBBB 

Missice 15 XAXBLAXBYBBA 
Missice 16 XAXBYXYRARAX 
Missicoe 17 XAXBBXABARAL 
Missioe 18 XAXBRYYYARAB 
Missice 19 XAXAXYRRARAY 
Missioe 20 XAXAAAXBARAX 
Final Exam XAXALARYARAL 


This third instaliment of the popular "Strike" series puts 
you in the cockpit of the Mohican Attack Helicopter, the 
most powerful anti-terrorist weapon of the 21st century! 


Missice 1 YZ9NHLWP4K9 
Missice 2 CONHLGDM5YH 
ZNHLGBRIXCG . 
SHLGSW67FZD 
NLGSWD3VK96 
HGBWDRPTYNP 
LSWDR6M4CH7 


Mission 8 GWDR6SP7X9GS 
Mission 9 WR63PMVFNSF.” 


THE ADVENTURES oF 
BATMAN AND AOBIN 
Inspired by the animated series, this pame features all the 
excitement and action you'd expect from Gotham Gity's 
Dynamic Duo. 2 


Mega Man first burst onto the U.S. video game scene in 
1987, and he's more popular now than ever! These pass- 
words will take you on just one of the many paths 


through Capcom's latest blockbuster, 


Heeoe Tiger Voit Cotfish 
3723. 5768 

1283. 2 1267 

1751 4758 

1456 : 5488 

Grovity Beetie Toxic Sea Horse 
77430 1774 

5256 : 1255 

144le 4448 

5486 3458 

Siost Horeet Toxic Seo Herse+ 
7745 2376 

5253 2163 

1441 625B 

5486 7841 

Blizzord Suffeic Crush Crowfish 
5725 8216 

1266 4156 

1751 6742 

5458 3821 

Tvenei Rhieo Dr. Doppler's Loh 
5765 8317 

1263 1683 

1756 6772 

5488 3876 


Who would | ve ought fet Meving a'unch of Meas 
tould be fun?, Guide Frantic Flea through.19 stages of 
alien infestation. 


Zoee 1-1 CLQCK Zone 4-1 MIDSX 
Zoee 1-2 ZMTHT Zoee 4-2 HFLNT 

Zoee 1-3 GPPQW Zeee 4-3 SPQNG 
Zoee 2-1 DIXCT Zoee 5-1 DINZZ 
Zone 2-2 WLCSN Zene 5-2 KQRXH 
Zone 2-3 RLHQZ SVMF 

Zeee 3-1 IMGVB V5NXD 
NRWPC Zoee 6-2 GRXBS 
MDWQL Zone 6-3 WNHJP 


VOLUMES? (Pa) 


BUST-A-MOVE 


You just might lose your marbles trying to get to Level 
100, so we've provided a few passwords to help you 
along the way. 


XIZBOX Level 60 6O0GCK 
FG2FWC Level zo ML 


Level 50 


if ayy is more your “— ti you might 1 


this futuristic battlefield sim out for a spin. You pas al 
to be a West Point grad to win this war! 


KMDNNALVY Stage 1! STVYNSMN 
CRINYLGN Stage 12 DNIRCMSTR 
SNLYMR Sta 


DERNNMRNL Sta: 4 INNMRPN 
SLVTRMRNL Stage 15 TMMLVY 
NDRNNMRCL Stage 16 JSPNMRNLL 
NRVMRCL 5te 7 INNYSMN 


DNCMSTR 
Biase 1 ee 


Stege 18 SLIRSMN 
ieee = eon 


a 7. ‘oan ~ a 
* This ié one ease, in ur ‘opinion, of a video game | being 


better than the movie it was based on! Use these pass- 
words together with the Alien 3 codes in this month's 
Classified Information to clean out the Alien menace 
once and for all. 


Stage 2 QUESTION Stege 5 CABINETS 
Stage 3 MASTERED Stoge 6 5QUIRREL 
Stage 4 MOTORWAY ._.s—i(‘ i‘(esCtwt! 


SPIDER-MAN AND venom: 
seties ANHIETY. / 


wot seed ares cin eM 


MECHEL, 


The Blue Bomber returns in another blockbuster Pak 
from Capcom, The stage names indicate the path we took 
through the game, but the stages can he completed in any 


order. The vhenr 


Need 
veapo 


first stage of 


2272 2232 8431 
Jeek Mce SprlegMce “RUSH” 
8335S 3275 7235 
rtily 2786 7654 
5412 8447 145 
8232 8172 2551 


Freeze Man Shade Man Fell Pewer 


SCOOBY-DO0D 


Join Shaggy, Scooby and the rest of the gang as they solve 
i thing 


Stege 2 TDSKSRQ Sioge 4 NBKSDLV 
Stege 3 XLWPMTC 


<= = va ‘Tpaee fa 
MUTANT CHAONICLES: 


boom TAOOPEAS 
aia f ie 


an ar +k bad and dangerous to know! Mitch Hunter 
ret lax Steiner are sent to the mysterious planet of 


' \ ape in th ge, iu exocsthtojrontesan allen i invasion, Lock and load! 


eg esc 


callie ai “a 


@®) uwrew00 Power 


reery IMPERIAL 
te DOOMLORD 
Nere CYSERTOX 


PHANTOM 2040 


In the world of the future, there is one who is charged 
with safeguarding the delicate balance of life on the plan- 


et. He Is The Ghost Who Walks... The Phantom! 


Chopter 2 Chapter 5 . 
SVHSTWGZTLDG JGBHI3PHBLXF 
GGBBLNDCG7FW SXBDI71IGDW. 
KBGDY79KHYQQ .. KCQDYIWSJYS7 
SNCZ?72B9FDD4 B SM276VC7K54S 
Chopter 3 Chapter 6° 
OVHIYVIG97LDF IBBHIZPNHSWE 
BIBXQ6CHH2ZFW SX?7DI71JB2IT° 
KBGDY79QJYSB YCQDY1IX33Y57 
SNIZAIIP-7,Y?>.  5M29ZD2-RNW6 
Chepter 4 Chapter 7 
BBJMSIPB3KXF JDBISSPSG6SYF 
BJIBDJ7INN3YW SX9WJI71HH9IQ 
KBQDY917)YSB 2CQDYHT4GZ257 
SMIT4A6FV23QT 5¢29VIMRHWIK 
BOOGERMAN 


“He's alittle rude, but he gets the job donét You'll laugh 
out loud through 20 stages of the ickiest, stickiest game 


splay you've ever experienced! 
swempa 1 swenps 2 
an a 
ERMAN i GERMAN - 
BEY EF 2 
Paes 
Hes 4 SS py 
biuemps 3 


a 
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5 ees 
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Be 
wes fy 
palace) 
uf | af 
wes oP 
Sapte 
polece 3 
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al 
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pits 4 
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we bute 


bosgerville 2 
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voices fee) 


Bo KEEP THE PEACE 
| A WILDERNESS. 
__ EP Ic FOR GAME BOY 


Pear! Software presents Pocahontas, 
a password-bached, 16-slage, adven- \ 
inre game based on the hit movie ~ 
from Walt Disney Productions, Follow ‘ oe 
Pocakantas as she nucovers her path in" 
life and learns about uature as she struggles to heep 
the peace between the Powhataus and the —- 
‘seitlers, 
= 


Pocahonias ‘knows far it she is to find eee | 
he must jearn fo work in harmony with nature, Thes 
1s hers to explore if she and her rac 


“oon have itferent frais Bi 
weaknesses, Swit h between the characters by pressing the 
Select Button, and use Pocahontas to swim across water, 
Meeko to climb trees The obstacles in Act 1 teach the 
Importance of teamwork.and cooperation 


Pocahontas can st pup to While Maeko can climb 

grou Meck eee se Ba ae rLe eo 

down her Pri thes 2 ung high jumps from the 

Button osemttbetwout = » * ground Pocahontas can ‘ie fog flogdnahtalake or pice canon te 
co : aii ce a “os 


What lies beyond the next river bend? Explore the 
first five stages in Act Laud learn the ways of the animals, 
Every creatnce Pocahontas helps om the meron cackas a 
Shi that she can adopt and use ~~ : 

throughout the Journey, 2 


WATERFALL RENDEZ VOUS 


To complete the second stage, Pocahontas ind 
Meeko must travel separate paths. The running 
and jumping skills taught by the Deer allow you 
ta clear the gap between the high cliffé Place \ 
he lost Baby Bird back in his nest befor you 

continue to the waterfall 


DY ioaiwvs , 


POCANONTA S$ - 


MEEKO Nall 


To. cross the waterfall pool, Meeko must block the ouflet 
with a stone while Pocahontas slides a {log across the rising 
water tohim 


cue Like THE aRay | CABYRINTHS WITHIN THE Lines 


SQUIRREL - There maze in Stage 5 isn’t hard to figure out, but the key to suc- 
{n Stage 3, Pocahontas helps a cess 18 judging the distances between each leap There are at least” 
Squirrel and learns about climbirig. two places to stand on every branch Stand closer to Or farther 
While she can't climb as well as away, itom the next hranch, depending on the distance yau neer! 


Méeko, Pocahontas can explore to cover Don‘hleap until you've judged the distance 
any tree that has low branches : 


~ Use the Sqi tsgowets tonne 
from imb i to Watch yourfooting 
when you leap na you might find your- 
self falling re toearth 


Serres ry a 


Inthe first tree maze, 
climb up and move to = 
the left as far as possi- 
ble Make a giant leap to 
the ground fram the 
upper {eft branch. 


The second grove of 
‘treeshas more jumps, 
but the technique is 
the same Move as far 
wo a left as 
jefore you 
jeap 4 the erat 
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of play. Whether you feel like playing a single game or a full 
season, College Slam has a match ready and waiting. « « 


HEAD-TO-HEAD 


Uf you havestime for onf.one game, choose Head-to-Head 
‘mode and! jump/ inte the action. The game randomly pairs 
you against one’ of 44 top, college bas- 
ketball teams” (28.47 


Test your endurance m a full 
season_of, College Slam. The 
Season Matchup mode~has 


Select Tournament mode @fid slam down the road to the 
championship. You'll play against 19 computer-controlled 
teams in a password-backed battle for the NCAA Title 


s PRACTICE 


Practice Mode 1s available only on f 


COLLEGE stam 


twenty teams waiting to ake FOU e ia : A 
SEERA SeA501 Fic A oe 
= liga J GAHE OPTIONS. long ball shots without the 
SEMIFINAL Interference of other players on A 

, a the court After you've mastered é, & re = ie, 
‘Test your playing skills to-the limit in the Final Four. The com- your dunks, return to the Main [a= > S] 
puter pe gener ra teams in a board-breaking battle to Mepu_and show off your new z £ i 
determine the Best-im.the-nation P moves oa 


COLLece stam 


EDIT STATS 


Use the Team Edit menu to change the ugiel) b at a, : = . 
basketball skills of every player on your ™ If you're looking for options and variety, the 


team You can use the menu to create 
talented players that complement your 
strategies and style of play. 


Game Configuration menu has what you need 
Spice it up by selecting the Hot Spot and Power 
Up options or adjusting your offensive strategy 


SE ae 


NINTENDO PoWeR 


SUBSTITUTIONS 


Turn up the heat on the floor by substt- 
tuting fresh players. You can call time 
and substitute players once each half If 
you're falling behind, pick up the pace 
with new shooters If you're sitting on a 
big lead with a few minutes left in the 
game, call in your defensive specialists 
to wear down the clock. 


©1856 Acctairn Entertainment. The Officially Lies 
, trademark of the Collegiate {icertng Company Schgolnames 10503 6nd 
mascots wa the properly pf thely maspective univerailias. Tho Collegiote 
Licensec-Prektigt Labs [the fropacty of thelipdasiindent abel ng Group. 


i) Frocuict logo 1s a 


mip rt ca 


i 


Don't let your top slammer shoot outside the 
paint all day Examine all players’ statistics 
and base your strategy on their strengths. 


COLLEGE SLAM 
ae 


your team, Do you pair up along- 

range shooter with big blocker, 
or team uptwoconsistent, _ 
inside players? Match your play- 
ers' skills with your strategy. 


EDITMODE 


Use Edit mode to transform an average teams. 
into a top contender. Each player is ranked 
according to eight attributes, ranging from: 
Speed (SPD) to Clutch Play Ability (CLU). ai 
mode lets you rearrange the skill levels of all . 
the players on your team. if you needa aE 4 
three-point shooter, locate a player a 
high Three-Point be 
GPT} rating and 
transfer points 
from another cate- 


ECLLEGE Stem 


gory, such as 
Stealing Ability 
(STL) 


Increase your yams by maxing o1 your player's 
Dunk Ability Yau cette sk pomnts 
between the player's eight attributes 


COLLEGE stam 


While College Slam ts a challenging game on 
the easiest setting, the Computer Configuration 
menu lets you choose from five difficulty levels 
Crank st up and take it fo the toughest limit 


| 
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Order in the court? Forget it. College 
Siam’s rough and tough attitude pre- 1 


vails in a jam fest of gravity-defy- 4 
ing leaps and crushing collisions. 
Unless you're caught goaltend- j 
ing, you won't hear a referee's 
whistle. . 


Gite. 

_IN- YOUR FACE + 
‘This 5 arough game in which physical strength Is just 
"as important as shot accuracy. Target the opposing 


a te top scorer and double-team him until he’s on 
th floor, Phy: i tact wears down players, reduc- 


ing their shot a and ability to keep up with the ‘ 
eee on the court.) You can run with the pack or get curoP 
'. - i. the way, but if youhesitate, you'll find 
=i 2 yourself laid out without the ball Get 
j t i tough and fight back. & 
al = ‘ 
) fe aR 
j s 
: College Slam has a STEP ON A SPOT 
Lert Hot Spot option for 


& scoring bonus If you need more than three points, shoot from a Hot Spot The value of 
points. The Hot each Hot Spot is random, but you will always score between four and 
B ten points. You have two seconds to reach the spot and drain the shot 
Spots flash ran- before the opportunity fades as Bi eg yA, 
domly, and they away. The computer players can- r He rN & Be, A} 


vary in value. You Tai CROURIEEE: 


& have to sink the shot Parnas if lone 
to score the bonus points. Gaur Ee 64 x . e 
4 —— = 


Go for tig points by sinking a shot from 
aHot Spot on the court Each Hot Spot 
ts worth between four and ten points 


Go tor three! The This strong D stands The Speed power-up Js your player dragging Where theres an “E” 
Three-Point power-up for Dunks Catch some increases a player's his feet up and dawn there's Fire Catch Fire 
increases your player's serious air and nail speed. Blast down the the hardwood? Find a and burn up the court 
lang ball accuracy and Monster dunks with court and score before “P* and renew your with wild dunks and 
your team's lead the Dunk power-up your opponent canreact. player's strength. unlimited power. 


(Q)_ minTENOO PoweR 


COLLEGE SLAM 
@ 


You know about player Skills; totigh play and ~._ 
Hot spots, but how about a few winning Nee 
Strategies? College Slam features power-up 
items that temporary increase your player's 
skills. Read on, and check out the complete list 
of Power-Ups at the bottom of the page. 


OWER SLAMS 


Dunk power-up or Fire power-up lets you 
slam the bail from almost any location on 


408 IWY9 


os ot 4. 


the court Power Slams are difficult to block 2 2 
> You can also catch Fire and execute Power". # ~ 
Slams by sinking three consecutive baskets a, =< 


> while keeping the other team scoreless 


POINTS HAVEABIAST. = 


lf you're down by more than a Blow away the competition 
handful of points, it might be time with a Bomb power-up. The 
to send your best three-point impact of the explosion 
shooter into the game If you can knocks the other players to 
" grab a 3-Point power-up, you can the floor, giving you a clear 
; { drain the ball while standing at path to the ball and a prime 


center court opportunity to take it all the 


way to the rim 
Your opponents can’t score 


if they don’t have a rim l WISIBI 


a 


2} z 
Touch the “N” power-up to Ae fi inj While sneaking into the Fag 
remove the opposing # <= paint with an Invisibility 
team’s basket, then grab | power-up might sound 
the rebound and the lead. - =m Pye easy, the computer play- 
After five seconds, your ie always follow the 
opponent's basket will ==aey = 7, bouncing ball Fool the 
reappear = ae defenders with several 


fakes before you launch 
the ball at the rim 


Stepon the Bomb The Question mark ‘Turn your game around The “N” power-up tem- The Invisibility pawer- 
power-upand knock conceals a random with the Reverse porarily removes your upmecreases your 
everyone to the floor pee You'll never power-up Reverse the opponent's basket, Use chances at stealing the 
Take your best shat now what to expect balt in mid-air as you this power-up when. ball and fooling the 
Geftve they canstandupt until you take achance grab the “A” your team falls behind Other team's defense 
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Laas nd * re ‘Zelda: A Link to 
Ag Ids a To 
Hn, cal on m for 
adventurers. The quest 
for the Triforce weaves — 
a magical spell on play- 
ers, keeping them 


enthralled as they uncover : 


the dark secrets that link | 
twe unique worlds. Now — 
Nintendo is re-releasing 

_ t—and other best sellers— 


release of the 
Players” 
choice Series 
by answering 
frequent asked 


questions P 
posing \efendary 
challenges fer the 

| best adventurers 
én the land of 

Hyrule. 


1997) 1992 Nintendo 
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THE LEGEND OF ZELDA: A LINK TO THE PAST 


[THE TOP QUEST QUESTIONS 


Since its release in 1992, The Legend of Zelda; A Link to the Past has prompt- 
ed more calls to Nintendo’s Game Counselors than any other game. Many of 
these callers are not looking for tips on defeating Ganon, Link's archenemy, but 
are stuck on one of the numerous riddles and perplexing puzzles scattered 
throughout the land. This month we're answering the most frequently asked 
questions about the Light and Dark Worlds. 


HOW DO I REACH THE 
BOOK IN THE LIBRARY? 


You need the Book of Mudora 
to open the Deeert Pelece, 
, but the booh reste on e high 


‘ary. egasus 
Boots te dash egamst the bookcace 
and knock the book to the floor. 


SIN UidNS 


== 


HOW DO | GET TO THE TOP OF 
DEATH MOUNTAIN? . . 


FAGRIE FRIENDS UE 
L While itteendledgesinthe (to 
THEYVE SEEN HER Oark Jight Worlde eppeer te 

he ideeticel, there ere pleces 

B' where the topogrephy ie dif- 

~ terent, From the tile thet 
pete Link into the Dark World, walk up 
ond left to the strenge creeture kiching e 
pink bell, Stand eext to the rech wall end 
uee the Meyic Mirror. 


‘Moldorm ie waiting for you 
‘et the top ot the lower of 

\__ Bere. Stend on the 
=~ widest port of the floor 


and ewing your eword et Moldorm’s 
tleshing tail If your eim is true, 
Moldorm will collepee on hie teil. 
Strike egoie bofore ke has time to 
reect. To defest him, you must hit - 
Moldorm eix times without falling 

off the pletform. ® 


HOW DO I ENTER THE 
DARK PALACE? 


; When exploring the tell yross in front of 
the Dark Palace, you'll meet Kihi the 
\ Monkey. Kiki knows ebout eewitch high 
ebave the palace door Pay the monkey 
110 Rupees eo he'll follow you, ecti- 


vate the ewitch, and open the palace portal, 


IT'S THE 
HOW DO | KEEP THE DOOR OPEN PALACE OF 
0 IN THE DARK PALACE? A et 


Py AND INSIDE, A : 
While exploring the Dork ages ey 5 MAIDEN IN A CRYSTAL 
Palace, you'll find a ae _ he COCCOON 
room that hea four 
. Statues and a switch. " 
The door exiting the 
the room won't stey open long 
enough for you to exit. Keep it 
ajor by ‘pushing @ statue aver 
the switch on the floor. 


HOW DO I REMOVE THE = & <x. 
CURSE ON MY MAGIC? < 


After you eprinkle 
Mogic Powder on the 
Stotue in the 
Blackemith well, 6 


“ misguided monster 
oppeere and pute a curee on 
je megic. Whils he thinhs 

e's daomnd you, he hea 


MAYBE IT'S 
ZELDA! 


HeyiSOlaRe you for ash 


actually cut your magic con- || fomiuy toon, dark stoaiits 
asmptioninhelf. Thmisose | L-Wedaliy:thanks 4 lo 
curse you want to keep Sone 


ae Tha Gossip 
i Shop is locet- 
ed outside of 
f a Cel 


ihe THE FOUR BOTTLES _ 


i} THE MARKET BEHING THE COUNTER 
The first Mogic Bottle { ON The Kaheriko inn hes | 


moay pleyers find two entrances. Ga to 
Kohariko Morko the bach of tho building 


the 
the 


desler sitting cee lorge and psah 9) 
brownrugaeerthe Bee ‘wall between two 
Weathattack in Kahoriko ahrsbs te open the door, 


Village. The morchoat ia 
willing to aell you s hottle 
for 100 Aspees. 


Tite be Ebi hacai 


Inside you'll find a chest 
Ma oe 


holding a Magic Bottle. 


IN’ THE LOCKED Ch 


Aftor you rounite the 
Blecksmithe, reture to the 
Goasip Shop, get the 
locked chest and take it to 
the Legendary if, who 
stonds by «sign the 
Desert ontrance. He'll open 
the chest ond give you the 
Battle. 


After yos psrchese the 

Flippers, swim beneath 

the Hyrule Coatle Bridge 

in the Light World. Hera 

you'll find e dozing 

comper who is willing to 
jive yous Mogic Bottio 

ir your yseat. 


NINTENDO POWER 


> 


dark rocks su 


tunnel that lo: 


A LEGENDARY CHALLENGE 


HOW MANY GUARDIANS 
CAN YOU DEFEAT WITH 
THE ICE ROD? 


The Ice Red can freeze minor enemies in your 
path, but dict you know that some major ene 
mies are vulnerable to ice attacks? You can 
obtain the Ice Rod before you win the First 
Pendant, but you won't have enough power t 

defeat a major enemy until you carry three 
Magic Bottles full of potion. A hearty adven- 
turer might be able to smite four guardians 
with the Ice Rod an word, but sometimes, 
late at night around the campfire, Hyrulians 
whisper stories of one who ad five. 


Liste READ rane 


PULL RUN 


F ‘f) WHERE IS THE MAGIC CAPE? 


You can find the Magic Cape. 
oftor you obtoin the Titan's 
Mitt from Blind’s Dungeon. 
a Returs to the comoteryin 
Q . ~ the Light World aud lift the 
large tomb- 
stone. Use your Desh Attach to chet 
into the needs tees and slide it beck. 
grave ls actuolly the opening to o secret 
aah to the Magre Cape. 


the rooms in the Skell Dungeon, bet only the persis- 
tent discover Mothsle’s chomber. After finding the 
J. Fire Rod, return to the suriace and explore the 
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This is thegWagié Bape <<" 
You ara inte ohee you-wsar 
itt Watoh yolir Magia“Haterl 


"WHERE IS THE SKULL 
‘DUNGEON GUARDIAN? 


Lad 
Az ployers got the Fire Rod ond expiors most of 
\ 


aarthwest corner of the Skall Woods. Hore 
yos'll notice the lorge skeletel remnins of an 
unusual creeture. Blost the sheleton with 
the Fire Rod. Whee the dust cloore you'll 
find the entrance te Mothula’s chamber, 


HOW DO | FREE 
BLIND’S PRISONER? 


Blind’s Dungeon retsses to go 
Sho wan't fallow yos 
stoire into the ssnshine, 


AX peculior prisoner held in 


Rofl yosr heerte end replosieh your 
magic supply, then leed the women ieto 
the glare of Blind's chember. 


QO HOW DO I ENTER ICE ISLAND? 
Ld 


Ai can enter the Iee 
- - 


the middle of Lake Hyrule. 
you'll find o Warp Tile beneethe 
Stone. Step oe it to teleport 
inside the frozen walls of the 
Ice Island Fortress. 


HOW DO | BREAK THE CRACK 


IN THE PYRAMID? 


& 


You need en explosive larger then an ardmary bomb 
to shatter the crech in the Darh World Pyramid. 

; The Bomb Shop owser in the Dark World has a 
fe _2». Special item on order, hut it won't 6 sn you 
complete the Ice Pelece. After obtaining 
Fifth Crystal from the Ice Palace, return to the Borah inshop 
and purchese the Su; ae Bomb. Dreg the Seper Bomb up the 

Steps of the Pyramid snd detocete it in front of the crech. 


\ HOW DO I USE THE FLUTE? 


the instrument. 


; Seforo he disappears, the boy with the 
Ocorine alludes to hie pet bird. Thiele the 
, same bird mentioned 

the Kakeriko Village Inn. Ratura to the 

~ Weothercach et 
Nets je and play 6 melody on the Ocarina. The sang 

aks the stetue and liberotes the bird. Once the 

en is releseed, he will cerry you to one of sight dif- 
ferent locations im the Light World whenever you use 


the sleepy man at 
center ol Kakarika 


7 HARD-TO-FIND HEART PIECES 


While exploring the 
northwast col f 
Kaheriko Vill 
clumey edventurers acci- 
dentally slip off e ledge 

d fall inte o well 
chy brash ber 
ol Heart rests et 
jottom of the well. “ 
Throughout yoar Jeunes 

looh for ledges end blufls te leop off. You might be pleas- 
ently serprised when yos lend. 


a? ors Rmecocce 


y 4 


a 


When you visit the wise man in the cave in the north- 
east corner of the Great Desert, looh for 8 crach in 
the woll of hio chamber. Bomb the crach ond enter the 
hole left by the explosion. Inside you'll find a chest 
conteining o Piece of Heart. 


ee 


7) 


High ona ledge west of 
the Seactuai 


tubble. With ‘the rochs 
removed, you cen walh 
dowa e stairway lead- 
ing to e chest thet 

holds e Piece of Heart. 


@)wovrenoo power 


BELOW SPECTACLE 


ie Peres 


A roch outcropping stends in front of Spectocle $ 
Lo 


Rock, From the | of the Bunerepainy. ipa 
Dooth Mountain. Yo 
of o cave. Explore the 
ond floor. A chest holding e Piece 


of Heort on top af pce le 
Rock. Step on the Warp Tilo 
ond walk to whern 
Spectecle Roch wes locet- 
ight World. Use 
ror to warp to the 
top of tho roch. 


Assign in front ol 
8 cave inthe 
Dork World pro- 
cleims that be 


ting dowa nea 
Woods. Onsh into the trae 
closest tothe Bumphin house. 
The huge tree trunk is hollow, 
Climh in: 
bomb the crach inthe right ~ 
wall. You'll lind a Pi: f 
Heart inside in hi 


you epproech the humper A Pier 
waiting for yoo on the other side. 
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. Neer the entrance to 
the Desert ere two 
=|), lerge rocks, 


_ Beneeth one rack 
is eroom with ten 
bottles. Take the Rupees 
beneeth the battles, then exit 
‘and reenter the room, Youcan 
coflect 59 Rupees per visit. 


HOW DO I JUMP THE GAP 
IN GANON’S TOWER? 


‘On the third floor of Genon’s Tower, there is 0 

smell gep in front of ecrecked wall. Stand 
below the hlecks et the right end use the 
+... Desh ettock to bounce heckwards ecross 
the gep. Bomb the creck end enter @ room 
conteining Faeries. Use the Hookshot on the hfocks to 
pull yourself back ecross the gep. 


IN THE CHEST GAME 


A smell store in the Villoge of Qutcestg ("= A LEGENDARY CHALLENGE 
offers 6 geme of chance to ony petren = : 3 " 
4 el (conan | | 
: | 


wilfing te pert with 30 Repees. Poy the P 
shopkeeper and open eny one of his AN UNDEFEATED 
sixteen chests. Yoe get to keep the ¢ co eit, & 4 

contents of the chest you pick. ftyoe If RECORD 

keep seerching long enough, you'ff find i J 

6 Piece of Heert. thal” } Can you go undefeated through an the 
i fea is i entire game? After you defeat Ganon, 
f THE CORNER ol the message, “Total Games Played” 


LT appears, followed by a three digit num- 
: > number S y ma 

fl you wander ito tianortigert ret ber The number shows how many 

the Misery Mire, yoe'll errive et the end of times you were defeated during your 

Porc conyor: Relivets pal Mae: BariOk adventure. If you complete the game 

at eae ave Warp Lecesto tee Lice undefeated, the score will be zero. 


eecret ceve. Push the bfocks is the ceve to Ending with a perfect score ts ane of 
get ¢ Piece of Heart, the toughest feats in Hyrule. To 
Improve your chances, press Reset and 
resume play from your last save port 
when you're defeated You can also 
stack the odds in your favor by keeping 
your Glass Bottles full of Red or Blue 
Potions 


Beneoth elerge boulder west of Turtle Rock is @ 
secret ceve filled with pletforms end traesure 
chests. The platforms ere fmked by invisibfe 
bridges. Use the Ether Medellion or the Steff of 
‘Sometie to work your way through the ceve te 
6n isfand im the cfouds end e Piece of Heert. 


A narrow fedge connects the eest 
ond west sides of the Turtfe Rock 
dungeon inside eath Meuntein. 
Stend in front of the eest 
éntrence end ese the Megic Mirror 
} to warp back to the Light World. 


HOW DO | EXECUTE 
AN ANIMALITY? 


efore you can perform an 

Animality you must show your 

opponent Mercy during the final 
round To show Mercy, stand near the 
side of the screen and hold the Run 
Button, tap Down on the controller four 
times and release the Run Button Your 
reeling opponent will regain some energy 
The next time you stun your opponent, 
enter the code for your character's 
Animality move 


PY here are several effective tech- 
niques for disposing of Motaro in 
Mortal Kombat 3. When fighting 

In the satyr’s lai, make sure you're 
always on the move As Motaro leaps 


Keep on the move or you'll find out why nobody 
ever fet Motaro play reindeer games 


@ _swtenoo rower 


Besides showing Mercy, you must be standing 
in aspecific location to execute the Animality 
Experiment to find what works best for you 


toward you, hit him with an uppercut 
You can unload a series of well-timed 
uppercuts when you back Motaro into a 
comer and wait for him to yump at you. 
lf Motaro hegins to teleport, jump and 


You can usually counter Motaro's leaping 
charges with aperfectly timed uppercut 


Arrane Serex 


Every contestant in Mortal Kombat 3 passess- 
es anAnimality move You can find Animality 
codes in Nintendo Power Volumes 80 and 82. 


nail him with a quick kick. Finally, you 
can execute a combo attack if Motaro 
falls down While Motaro rarely loses his 
balance, a combo attack damages him 
more than any other technique 


If Motaro stumbles and tumbles, you might be 
able to capitalize witha brutal combo attack 


fter freeing the Whale from the 

Whale Cove, you will eventual 

ly stumble upon Bleu's Desert 
Hideout on the southeastem shore of the 
continent While Bleu isn't home, her 
house ts occupied by spirits Talk to all of 
the ghosts and return to Hometown. You 
will then find Bleu in the Magic School 
where you first encountered Nina Look 
for her on the school’s second floor 


PY he Water and Earth Shamans are 
two of the toughest Shamans to 
find in Breath of Five I You won't 

nd Seso, the Water Shaman, until you 


You can find the Water Shaman after you defeat 
Nimufu and explore the left side of the tower 


p 4 
EP 7 Els: 

Nobody ts home at Bleus Desert Hideout 
except far a few ghosts Talk to all of them 


WHERE ARE THE WATER AND EARTH SHAMANS? 


defeat Nimufu in her tower Return to the 
tower's first floor and explore the passage 
on the left side of the tower Solo, the 
Earth Shaman, visits you after you donate 


You must make a 2,000 gald piece donation at 
Namanda ta encounter Sala, the Earth Shaman 


Shaun Bloom 


Bleu 
)’My name js Bleu. 


After talking to the spirits, return ta Home- 
town and talk to Bleu at the Magic Schaal 


2,000 gold pieces at Namanda You must 
make ihe donation prior to defeating 
Evrat Solo won’t join your party if you 
defeat Evrat before donating the gold 


Return to the field behind Rands Home to 
find Sala 


WHICH CHARACTERS MAKE THE-BEST PARTY? 


he mixture of magical powers and 
might make your Hero, Rand, Katt 
and Nina the best comhination for 
victory in Breath of Fire I! While most 
players are content lo build up character 


GAME | FR Toda BE SE8 RE 
ie ice a, B2iiis | 
Rand WE1zt4' 

oa Bee ZETTE 
kort BRE 


LES as 


wins BIHAR | 


tvse 


Your Hera, Rand, Katt and Nina tagether have 
formidable physical and magical pawers 


levels, you can complete the game in < 
shorter period of time by combining 
party members with various Shamans 
Bond Rand with Seso, the Water 
Shaman, and Solo, the Earth Shaman 


= 


- : 
‘Oh 


High levels are only one factor ina powerful 
party The best parties passess Shaman skills 


Combine Katt's physical strength with 
Sana, the Fire Shaman, and Shin, the 
Devil Shaman Nina's magic 1s enhanced 
when she joins Spao, the Wind Shaman, 


After combining with the Shamans, rearrange 
your partyin the Parallel combat formation. 
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se 


nee) SECRET OF THE STARS 


( WHERE DO | FIND THE GOLDNAIL? 


he Goldnai! is used to make the 

ships sail in Secret of the Stars 

You can find it next to the 
Architect's House west of Old Hill, but 
only after Dan joins the Aqutallion party 
Outside the house 1s an area under con- 
struction. Search the area outside the 
lower right corner of the house, near the 
yellow tarp with the red "X" on it Return 
the Goldnail to Dynamite in Old Hill 


ngo and Leach are a pair of 
toughs your party bumps into in 
one of last rooms in the Ringo 
House You can tind the house after ven- 
turing through a tunnel in the lower left 


HE ONES 
> HELP THE 


Bingo and Leachare holding a group of orphans: 
for ransom It's up to you to save the children 


ou won't come across any prime 
level-butlding locations until you 
venture out on the high seas im 
Secret of the Stars Treacherous monsters 
lie submerged beneath the surface of the 
ocean, watting for unsuspecting seafarers 


You needa ship to defeat aquatic beests You 
wont receive a shp until you find the Goidnall 


@ wintewoo Power 


a WHERE IS A GOOD PL 


Looking for the Goldnail? Make sure Dan has 
joined your party before you search for it 


HOW DO | DEFEAT BINGO AND LEACH? J 2 | 


house in Beegees While Bingo looks like 
a brute, concentrate your attacks on little 
Leach first. Leach uses a powerful heal- 
Ing spell on Bingo, and any damage you 
inflict on the gridiron grinder will be 


While Leach is weaker than Bingo, her powerful 
healing spells keep Bingo’s ht points sky-high 


If your character levels are around 25, you 
should have few problems defeating the 
beasts and racking up experience points 
If your levels are below 25, keep your par 
ties healthy with Heal spells and return to 
port offen to rest and recover To keep 


te het 


The best level-building opportuntties are at sea, 
but low level parties should hug the coastline 


CE TO BUILD LEVELS? } 


Search the construction site near the yellow 
‘tarp at the lower right comer of the house 


erasecl by Leach's magic. Use your Hea 
magic on your party and attack with Fire 
or Freeze spells. If you're still encounter: 
Ing problems, make sure your character 
levels are at least to fourteen 


After defeating Leach, it s just a matter of time 
before Bingo fumbles short of a first down. 


things relatively simple, both your 
Aqutallion and Kustera parties receive a 
ship when Dan joins your party and you 
return the Goldnail to Dynamite in Old 
Hill Keep building levels until you're 
ready to complete the rest of the game 


As levels rise above 25, your parties require 
fewer Heal spells and Plums during combat 


ny dream of the Gente in Bottle 
Grotto 1s certainly a nightmare 
Break the Gente's bottle by 


bouncing it up against the wall three 
times Use the Power Bracelet to lift the 
heavy bottle Avoid the Genie's fireballs 
and strike him as he reappears in random 
locations throughout the chamber 
Defeating the Genie adds the Conch 
Horn to your musical inventory 


he Slime Eel slithers around the 
dark, wet chambers of the 
Catfish's Maw, the fourth maze 


you explore in Link's Awakening You 
can stand in any of the four corners of the 


Eas 


The Gene has amean message hifi bottle 
Equip the bracefet and throw the bottle against 
the wall uni it s ready for the recycle bin 


Slime Eel's chamber and never take a hit, 
but you won't inflict any damage on the 
Eel either Use the Hookshot to pull the 
Eel out of hus hole After pulling the Eel 
with the Hookshot, take a few swings at 


You can hurt the Genie once his bottle is broken, 
but hes alittleupset that youre a home wreck: 
er Keep your distance and go for the safe shots 


the heart with your sword Keep repeat. 
Ing this process until the Eel ts truly heart- 
less When you defeat the Eel, a door 
leading to the next room will open Enter 
it and pick up the Marimba 


The first step to defeating the Slime Eel is to 
fish out his decoy using the hookshot 


Any corner in the roomis safe, but you wont 
defeat the Eel if you spend all your time hiding 


After you ve pulled the Slime Eel from the wall, 
use your sword on the Eel’s flashing heart 


R INSTINCT 


How a my character's color? 
” Press Up or Downon the Contyal Pad on 
the Player Select Screen + 


=P 


Are there Shadow Moves in the game? 
No, Contrary to what the instruction man- 
ual says, the Shadow Moves were not 
included in the Super NES version of KI 


RP 


: Whendolget the Eyedol code? 


Pe 


without using more than four continues 


¢ Einish the game on the most difficult level |” 


OQ & A FAST FACTS 


BOOCERM 


What are the plungers for? 
: if youcollect 20 plungers na level, you 
Tecelve an extra Boogerman. 


RP 


Q; Whet are pimples for? 
A: They're good for scoring bonus points and 
ruining your chances for a date... 


Q: Whereis Boogerman'’s life meter? 

A: Hedoesn't have one. If nis cape is red, he’s 
at full strength. If the cape ts yellowy, he’s s 

onehit away frombeing toast = 


Waste To 
Counselors’ Corner 

PO Box 97033 

Redmond, Wa 98073-9739 


THE GETAWAY 


How doi reach Video Mode? 
The easiest method's to land in the 
tunnel after shifting to fourth gear 


ee 


Q: How dol shift gears? 
As Tap Up on the Control Ped when you 
see the message to shift 


Q: Is there more than one Game Over 
screen? 

A: No Nomatter how fest yougo, you'll 

never ascape the long arm of the law 
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Memory Size Megabits 


College Slam for Game Boy makes it to the 
final four in its class. 


Acclaim's collegiate hoopster for Game Boy picks up where 
NBA Jam left off and earns an A for effort The development 
team at Torus deserves credit for packing a fast-action, two-on- 
two game into the four megabits of the Game Boy Pak The play 
control feels natural and 
responsive, which can be 
a major accomplishment 
for a Game Boy sports 
title Once you choose 
your favorite college team, 
you pick two players frorn 
a five player roster Each 
player's skill ratings help 
you decide on the best 
pair Out on the court, the acton Is very similar to NBA Jam 
You can play with power-ups such as bombs, temporary On 
Fire status, Speed Up, 3-Point upgrade and a monster jam from 
anywhere on the court In the Season Matchup option, you play 


TPLAYER 
MODE 


MUITI-PLAYER 


ALTERNATING SIMULTANEOUS 


PRS 


MULTIPLAYER = PASS- WORD a. 
SYSTEM 


APRIL 1996 


each team and continue 
up the ladder if you win 
Passwords save your 
place on the ladder Other 
modes include Practice, 
Head-to-Head, Semi 
Final, and Tournament 
Time, Game end stats 
include Field Goals, 3- 
Pointers, Dunks, Assists, 
Blocks, Steals and Rebounds Forty of the top college teams 
compete for honors and so will you if you sign this letter of 
intent Read over all the conditions in this month's review 
beginning on page 80 


9 Good speed Real schools and logos Fun options including CPU 
speed control and clone strategies Passwords 


i) No two-player option No Super Game Boy enhancemants 


Release Date 
Memory Siz: 6 Megabits 


Sa Requirements......XBand Modem 


Doom the way it was meant to be played. 


Ba 


GAME SUPER GAMEBOY 
LINK ENHANCED 


te 
SUPER 
EX CHIP 


@ twrenoo Power 


Nintendo Power begins its coverage of XBand games in Now 
Playing with a look at the two-player mode for Doom, which 
players can access now over the XBand modem Qnce you're 
connected to an oppo- 
nent, a menu of the 22 iev- 
els of Doom appears 
Players either agree on a 
selected battlefield or, if 
you can't agree, the net- 
work chooses one for you 
at random. In the game, 
you find yourself in the 
familiar base areas on 
Phobos, but the hordes of crazed aliens are mussing or, rather, 
all that’s left of them is hamburger heaps on the floor 
Remember, Doom was rated Mature by the ESRB, which sug- 
gesis that it 1s surtahle for players who are 17 years old or 
above. Without aliens, your focus tums to your opponent. It’s 
just the two of you, racing to collect the best weapons and 
armor in the stage, then hunting down the other player Players 
with a detailed knowledge of the area have a huge advantage, 
both in equipping themselves and in waylaying their oppo- 
nents. Although this version of Doom is still in test mode, and 
we did encounter a few bugs, it’s very playable and lots of fun 
We also found enough Doom opponents on-line so that we sel- 
dom had to wait to connect. 


rt) Good excitement factor Good graphics and no on-line delay 


—) A few bugs are still present No recap or victory screen 


Kirby’s back on the ball. 


Never has so much memory been placed in this size game 
Kirby's Block Ball squeezes 
eight hulking megabits into a 
petite Game Boy Pak. The 
basic game will remind 
players of Outbreak You 
control paddles to keep a 
ball in play. When the ball 
hits a block, the block Is 
destroyed The most enter- 
laining Innovation in Block 
Bail 1s launching Kirby into the fray to gobble up unbreakable 
blocks As you progress through the stages, variations in play fields 
and paddle locations make the game challenging and fun Within 
a few stages, you'll forget all about Outbreak, because Kirby's 
Block Ball will have you frantically batting back balls with paddles 
on all four walls. Check out the Kirby review in this month's Power 


LOLOL LE CR Lee 


2) Great fun with plenty of stages and bonus areas 


—) Where did all that memory go? 


THE LEGEND OF ZELDA: 


AUG Company .. 

’ Re-release Date ..April 1996 

¢ \ Memory Size 8 Megabits 
Nintendo brings back one of the best adven- 
ture games ever for the Super NES. 


Hard as it may be to believe, some people have never played 
Legend of Zelda, A Link To The Past Now 1s their big chance 
Nintendo 1s rereleasing the smash hit for the Super NES this 
spring Although the pack- 
aging Is new and the price 
1s a low $34 99, the game 
inside the package remains 
intact, Link, the hero of 
Hyrule from the NES 
games, The Legend of 
Zelda and Link's 
Adventures, returns to bat- 
tle Ganon one more time 
The overhead View gives players total freedom to explore, solve 
puzzles and fight baddies As in all Zelda games, the idea 1s to 
go everywhere, push on rocks, cut down bushes, talk to people 
and get into the dungeons where special weapons and items 
can be found Shigeru 
Miyamoto’s direction 
made this one of the most 
anticipated Super NES 
games oi all time, and it 
was worth the wait. If you 
still haven't played A Link 
to the Past, don’t miss the 
chance a second time 
This Is a game every play- 
er should experience This month, Power answers frequently 
asked questions—and makes some intriguing challenges 


o Great game play Excellent graptucs and sound Great price 


—) You'll want even more 


MARK DAVIS’ THE 
FISHING MASTER 


Natsume hooks up with the best bassman in 
the country, Mark Davis. 
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Natsume delayed releasing its entry into the Super NES bass 
wars until now, when the ether contestants have been out on 
the lake for a long time This clever tactic means that Mark 
Davis’ The Fishing Master will be easy to hook into this spring 
while other games may be hard to find The newest basser fea- 
tures 1995 BASS Master Classic champion and B.A S.S. Angler 
oi the Year award winner 
Mark Davis, the only 
angler in galactic history 
ever to accomplish beth 
feats in the same year 
Davis helped develap this 
game, and he added his 
own advice and voice to 
the mix What sets Mark 
Davis’ The Fishing Master 
apart from the rest of the bass school 1s that you don’t get any 
unrealistic underwater views in which you toy with the fish by 
dragging the lure in front of its nose. As in real fishing, the lake 
is inscrutable and the fish are invisible unless they leap into the 
alr The game ts also fisherman friendly Catching fish is a 
breeze The screen shows both the angler and the lure until the 
fish is hooked Once the lure 1s in the water, the bass—if there 
are any in the area—will bite. One button sets the hook, then 
you real in your catch. According to Natsume, Mark Davis 
Insists that this 1s what happens in toumament bass fishing, but 
for video anglers who want a challenge and an unrealistic bat- 
tle yust for the fun of it, they won't get it here. Instead, the chal- 
lenge 1s in finding the big lunkers and adding enough weight to 
your pile of fish to pin down that elusive championship trophy. 


c+ Nice and simple You don’t have to wait hours for a strike Nounreal- 
Istic fishy vews. 


i) The fish don’t fight Lack of challenge and vanety 


Black Pearl 
~March 1996 
4 Megabits 


Pocahontas steps out of the Disney film and 
into a Super Game Boy Pak from Black Pearl. 


Princess Pocahontas may have a thing or two to learn about 
English colonists, but she has the local wild animals scoped In 
this Game Boy title, the Disney character and her furry friend, 
Meeko, set out to stop the settlers from digging up the land for 
gold Whe will help the Powhatan girl? Who else but her 
friends, the otter, the deer, the bear and the squirrel. Pocahontas 


MULTI PLAYER f 
ALTERNATING SIMULTANEOUS 


learns skills from the animals after she helps them, and those 
skills help her progress on her quest to achteve a peaceful har- 
mony between Powhatan and settler Unfortunately, the devel- 
opment team failed to achieve that same harmony tn the play 
control and design of the game Pocahontas’s actions are awk- 
ward and often unintu- 
itive. Puzzles are often 
illogical. In the end, the 
game could be a frustrat- 
ing expenence, especial- 
ly for the younger players 
who will be most attract- 
ed to it. Fortunately, 
Power's review should 
provide enough tips to 
get you out of the woods 


ct) Good animation. Good themes 


Play control challenged Difficult to tell foregrounds from 
backgrounds 


POWER, PIGGS OF 
THE DARK AGE 


Release Date 
(oRt Memory Size 


Pigs do fly in this farcical fairytale from Titus. 


Megabits 


Not all is well at the Dark Age Donut Shop It seems that a rude 
wizard wants to overrun the kingdom, and the only thing stop- 
ping him ts the courage and donut supply of a pig named 
Bruno. Titus once again cooks up a clever, fun action remp in 
the European tradition of platform games Power Piggs may not 
have the incredible graphics of Donkey Kong Country 2 or the 
outrageousness of Earthworm Jim 2, but it has lots of areas to 
explore and itenis to find Bruno, your main pig, swings a huge 
sword and throws dam- 
aging donuts. He alse has 
a butt slam move for 
crashing through crates, 
and he can float like a 
feather when he jumps 
into an updraft. Unlike 
most side-scrolling plat- 
form games, Piggs pro- 
vides a plentitude of hid- 
den tunnels and extended maps that reach up into trees or cas- 
tles, depending on which of the nine areas of the game you find 


GAME SUPER GAMEBOY SUPER 
LINK 


ENHANCED FX CHIP 


@ NINTENDD POWER 


yourself in. With a name like Power Piggs, how can we help but 
love it? Nintendo Power points out al! the oinks in the review 
this month 


e ] Fun and fairly challenging Good theme Cool moves 


eo 


Passwords are few and far between Hit detections poor Some 
jumps are nearly mpossible 


It’s a race, a battle, and a whole lot more. it’s 
Super Mario Kart, back again. 


Super Mario Kart, one of 
the best-selling Super NES 
games of all time, returns 
to the stores this spring at 
a special suggested manu- 
facturer’s price of $34.99 
The action on the race 
track 1s just as much fun as 
It was when the game was 
first released back in 


‘@ nirsy's Bock BALL 3435. 
@ LEGEND OF ZELDA:ALINKTOTHEPAST 4.7. 4.3 


@ Mark Davis’ THE FISHING MASTER 3.0 2.9 
@ PocaHontas”™ See i ey 
@ POWER PiGGs OF THE DARK AGE 2.9 3.1 
@ SUPER MARIO KART 4139 


S¥STEM 
KEY 


If you like the same types gf games as one of our 


Power editors, then check for h 


RPGs, Puzzles, Advent 
* deff 
Action, Sports, Fighting 


Terr 


e 
im aS MS 


336 — 2 


‘on, Adventures, Puzzles 


RPGS” Simulations, Sports 


1992. The racers include 
Yoshi, Mario, Luigi, 
Princess Toadstool, 
Bowser, Toad, Donkey 
Kong Jr. and Koopa 
Troopa. Karts come in 
three sizes the tiny 50cc 
buggies, the middle-sized 
100cc cars and the hot 
150cc racers You can also race in one of four circuits, includ- 
ing the Mushroom Cup, Flower Cup, Star Cup and Special Cup. 
Each circuit contains five races on different tracks of five laps 
Standings are tallied after every race. What makes the races 
particularly fun is that you have items like Koopa shells and 
banana peels to waylay your opponents. If you win the cham- 
pionship, you'll be able to race on even more powerful karts In 
the two-player mode, Kartestants can play the circuits, Match 
Mode, which takes place on regular courses, or Battle Mode, in 
which you face off against your opponent in a maze course 
Recently, Catapult has put Super Mario Kart on the XBand game 
network. If you link up, you can take on opponents in two 
Match Mode races or two Battle Made contests. 


o 


—] Mode 7 graphics canbe alittle overwhelming for some players 


ys) ors0537° 


a 


Great fun for one or two players Excellent play central Lots of 
replay value. XBand two-player contests New, lowpnice 


K-A BASKETBALL 


40° 3.9 ikeeeOkKO KA ACTION” 
4.8 49° toekeOK NR ADVENTURE 
30 30° KA FISHING © 
3 29 BI K-A, “ACTION — 
3.1 3.0 K-A ACTION 
4.2.4.2 Gi&keKX NR RACING | 


ecategories are G=Graphics & 
C=Chaltenge, T=Theme & Fun 


Adults, T=Teen 3 ; 
(18+), NR=No Rating, ct the IOSA regarding 
the rating system, call 1-800-771-3772 
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aseball season is underway and Ken Griffey Jr's 
Winning Run is rounding the bases toward 
home plate. The second Super NES game to 
bear the name of the Mariner center fielder 
arrives from the graphics gurus at Rare and 

Nintendo, The result is nothing short of spectacular. Using ACM 
techniques such as those made famous in Donkey Kong Country 
2, Winning Run models real stadiums and super realistic player 
animations, Since Power's first report on this game in January, 
the Al and features have really started coming together. Now, 
even at about 80% completion, Winning Run plays like a first 
rate baseball game with perhaps the finest fielding of any video 
baseball game to date, Intuitive controls and smart computer 
assistance put you in control on every play. Pitching feels real- 
istic and very strategic. You have to think, as well as throw, your 
way past the sluggers. As for the play at the plate, you have to 
havea — Gis and excellent timing. The original Ken Griffey 
“q& Presents Major League 
© Baseball had an arcade feel 
\ With lots of comic anima- 


tions, This game has a more serious tone. Although players may 
break a bat in frustration, they look far more realistic doing if. 
The phenomenal sound effects include vendors calling out for 
peanuts and hot dogs, not to mention the sound of cracking bats 


e =SOURCE Extra 


PUBLISHER — Nintendo 
DEVELOPER — Rare Ltd. 
LICENSES — Major League Baseball, Ken Griffey Jr 
Memory — 32 Megabits 
SAVE Feature — Battery 


and the = of awikl PRR pegging a batter in the thigh. With 
Major League teams and logos, great on-field action and plenty 
of stats, Winning Run Is lacking only the full roster of players. 
But that’s only one strike, and Winning Run flies over the wall 
with its playability and realism. 


== , he amazing pink vacuum will appear shortly 
in a unique, multi-game format in 
y Japan Kirby’s Super Deluxe con- 
tains eight games in all, 
including five adventure 
games similar to Kirby's Adventures 
and three specialty games The 
special contests range from the 
strange to the familiat In one 
mode, Kirby races against King 
Dedede on a track filled with » 
items. In Megaton Punch, Kirby 
and another character compete 
at brick-bashing with sledge hammers: 
In the final contest, your reaction time fy 
tested in hundredths of a second as you 
try to get the first hit against super speedy 
opponents All three games are fun diversions, 
hut most of the 32-megabit game 1s devoted to 
adventure Kirby huifs, puffs, sucks and spews 


— 
§ Dragon Hopper for Virtual Boy just hopped 

y D across the Pacific from Japan where it 1s still 
j in development and where it 1s being, called 

Jump Dragon. In faet, the game ts all about a 

Jumping dragon, whom you control through multi-level stages 
of action Players will also find adventure elements in Dragon 
Hopper as they explore the levels, tatk to helpful creatures and 


battle minor foes and guardians But the big thrill 1s the yump- 
ing Your dragon leaps amazingly high to reach platforms and 
new areas, or drops down to hidden areas of stages that 
appear through holes or at the ends of paths You have to look 
everywhere, collecting stars and other tems, before heading 
to the end of the level. Dragon Hopper has a real 3-D feel, not 
only in the graphics, but also in the game play No final 


in stages filled with edible enemies Powernp costumes 


change Kihys abiliues so that he becomes more 
«than just a bag et wind You can play a two- 
player mode, as well in which the second 
“player follows Kithy until he uses a 
power-up At that point, the sec- 


“Five adventure 
games...and 
three specialty 
games." 


ond player becomes the power-up 
All of the adventure stages are new, 
aut they contain sights familiar to 
s such as the Whispenng 
fun and 100% Kirby, 


's fast 


release date has been set, hut Dragon Hopper should be 


eleased this summer 
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Memory — 16 Megabits 
REtEASE DaTE — Summer '96 
Save FEATURE — Battery 
SysTEM — Virtual Boy 
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a —* he news out of Williams Entertainment is that nN 
2 )= greatest thing since MK 3 to hit the e w SOURCE Extra gw 


arcades will also hit the Super NES this com- 


ing fall. Ultimate Mortal Kombat 3 should rock PUBLISHER — Williams Entertainment 


the scales with 16 kombatants, including four 


returning characters from MK 1: Kitana, Jade, Scorpion and SYSTEM — Arcade/Super NES 
Reptile. You'll also get new backgrounds, hidden characters, CHARACTERS — 16 

special moves and more. These shots, taken from the arcade S 

game, show some of the hottest new stages. The game also New Backcrounps — Desert, 
includes smooth combo action and hot new Kombat Kodes Cavern, Waterfront, and Inferno 


with ten digit passwords. The next chapter in MK history 
begins in October or November. 


j. ast month we introduced you to Tetris Attack, a 
new puzzle game coming to the Super NES from 
Nintendo This month, we have the first screen 
shots of the revamped game with characters 
from Yoshr's Island appearing in the backg 
The game itself uses colored tiles that shift laterally to fo PUBLISHER — Nintendo 


zontal and vertical groups of three or more. The fast action ga Reiease Date — June (96 


features lots of options and modes, including two-player match- 
es, puzzles and learning, modes for beginners or advanced play- Memory — 8 Megabits 


ers Passwords allow you to resume games from your hi si Puzz.e Mppve — 60+ levels 
level You can even set the Al of your computer opponent in the ONE-PLAYER Mppe = 5 stages 
one-player vs. computer mode This may well be the best puzzle 

game since Dr Mario, so keep an eye out for it this summer 
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ou may have heard the old adage, “what goes below Chalvo 1s a block that vanishes after one hit, while other 
up must come down ” Now, that concept has times it is an enemy that gets squashed In every case, the trick 
been turned into a game for Virtual Boy the at I Is 1s in guiding Chalvo to landion targets. It isn’t easy In the main 
full of ups and = ee mee game, The Adventure of 
downs The four games included B Chalvo, you pass 
in Bound High all involve a boun- # through a variety of 
cy, round character named Chaiva stages where you'll be 
who must bounce off solid sure H faced with new chal- 
faces or fall forever into space } i nges, different platform 
Sometimes, the sold surface ormations and guardian 
: p) characters In the Score 
e = SOURCE E 2 — ee you try to 
~ 1 get the highest score in 
Ea “ =, xtra 7 the uh The 
' PustisHER = Nintendo — || Random Game plops 
nee ” = a 2 a =~ Chalvo down in random 
DEVELOPER = Jap: an System Supply 7e5—some @asy, some not. Finally, the Pocket and 
Memory — 16 Me 5 i Cushion game 1§ sort of a cross between billiards and minia- 
ture golf. You aim Chalvo at a ball that 1s lying on a course 
with a hole tn if Your goal 1s to knock the ball into the hole 
within a limited time It is one of the most fiendish game 
designs we've @ver seen. You can see st later this summer 

when Bound Fiigh is released. 


through the Pak can compete against friends for more excitement, Although 
the form of an the summer games begin in july, you'll be able to practice at 
pi r Games for home beginning In May or June. 
the Super NES. The producer of the game. 
warned us not to expect too much at this stage, 
but we were pleasantly surprised that the play control for the 
ten events made sense and was consistent from event to event, 
(The problem with many mutlti-event games has been the 
bizarre play control, which is often different for every event.) 
The events included for the viden version of the Atlanta games" 
are: 100-Meter Dash, 110 High Hurdles, Long jump, High 
Jump, Triple Jump, Archery, Discus, javelin, Skeet Shooting 
and Pole Vault. In all of the events, the running or leg motion 
is controlled by pressing the A and B repeatedly, You = 
have to have stamina to win these contests against the com- [9 
puter, but there’s a four-player alternating mode In which you 


e=SOURCE Extra @ | 


PuBLISHER — Black Pearl 
Events — 10 
Moots — 1-4 players alternating 
SPECIAL — The game includes 
POlympic records for you to beat 


yore a? Ga 
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Black — Peart’s. =~ Olympic 
Summer Games for Game 
Boy includes the saitie events 
as the Super NES version and, 
surprisingly, virtually the same 
play contol The result is a 
very plavable, ten-event mini 
Olympics You can play each 
event, sort of like a decathlon 
or practice individual events. 
just as in the Super NES ver- 
sion, the Game Boy Olympics contains Olympic records 
that you can try to better The 
Super Game Boy enhance- 
ments are great, although the 
Music sounds like a direct 
catch from Bass Masters 
Classic. If you're planning on 
being an Olympic junkie this 
summer, Summer Olympic 
Games for Game Boy will be a 
great way to keep the action 
going non-stop 
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In a unique promotion inspired by the upcoming game, 
Mohawk & Headphone Jack, TeHQ plans ta go on the 
road this summer with a traveling video game/parber shop 
where you can play M&H while having your own hair 
chopped into a Mohawk: 
Although the game’s most 
visible feature may be the 
colorful hair style of the 
main characters, it includes: 
some unique game play ele- 
ments, also, as reported sey- 
eral months ago in Pak 
Watch. The most radical 
feature is the layout of the 
stages, each like the inside 
of a cave with shifting grav- 
tty. The most recent version 
of the game received at Pak 
Watch has improved back- 
ground) = graphics = and 
scrolling It looks and plays 
Very shaip, and so will you 
sf you catch the tour 
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As a reminder to all RPG and adventure fans, your Pak 
Watch editors wish to point out that the release of Lufia il 
from Natsume has been announced for the Super NES For 
More details on the game, turn to this month’s Epic Center. 


Ek BESS 


The school of bass @antinues to grow with the second Bass 
Master from TeH@ due to be released this summer. Bass 
Master Classic 2 Teportedly contains stunningly realistic 
graphics of fish, Equipment and the underwater environ- 
ment. The developers have retained the same lure-cam 
perspective for spyliig on the fish, but they've also split the 
screen to show the action above water This may not sound 
like fun to these who crave action, but to the hundreds of 
thousands of bass fanatics, nothing could be better than 
kicking back with a bucket of worms in the comfort of their 
own homes. In our continuing effort to serve up the best 
bass 1n town, Pak Watch will soon play-test an early ver 
sion of this game 
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Long time readers of Nintendo Power may remember that 
we reported on an action puzzle game from Titus several 
years aga. The game, called The Brainies, involves moving 
hairy aliens around until you get them onto sleeping pads 
Obstacles, bombs and the constant motion of the Brainies 
themselves work against you, but if you use your 
bram well, 
you get the pic- 
ture, Titus has 

decided that 


the time A k 
Is right, finally, } 
for the & 4 


Brainies to be 

unleashed on the public, 
and you should see them in 
your neighborhood this 
May 


GUS SEU BEE! 


Disappainting news for hockey fans Williams 
Entertainment has clecided not to complete clevelopment 
of Open Ice for the Super NES. Originally, Williams 
planned to have the home version of the arcade hit ready 
for release this fali, but interest in the proyect waned over 
the past few menths Sources at Williams ctted insuffi- 
cient consumer interest in hockey as one of the reasons 
that guided their decision Sounds like cold feet to us. 
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As reported earlier in Pak Watch, Nintendo of Ameri 
plans to re-release several of the most popular Super NES 
games ot ail time beginning this suniner You'll recognize 
those titles by the Players’ Choice logo thal appears an the 
box Although the 
packaging of the \ 
games will be new, 
the games them- 


~ 
selves will be NX 
— 
cor 
oe! 


Identical to the 
games released 
previously The 


4 
4 
— 
— 
biggest difference = 
will be a new, lower 


“AAS 
price, Don’t be sur- 
prised if you see )\ 
te-releases of ae | 
older Game Boy A os 


titles in the Players’ 
Choice series later in the year 
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The upcoming Mission Impossible game for the Nintendo 
64 inciudes several unique featiires, such as floating cam. 
éfas, multiple-character action, and sophisticated Al devel- 
oped by Ocean The 3-D environment of the Né 
the design team to create cynematicall 
tives to enhance the action of the g: 
iGre interesting ts the design of the game, which requires 
a team of characters to work together to carry out missions 
The developers at Ocean describe this as a completely 
miefactive, 3-D spy simulation with missions that take 
Many forms Players must manipulate characters and prac 

Tice Some types of subterfuge in orcler to achieve the mis 
Bions Boals For example, characters may have to don dis. 
Buises in order to fool security guards, and piayers may 
@Ven have to switch characters to use a code to break into 
ain Gitice Il sounds very cool, but the coolest sounds may 
he the Mission Impossible theme music. Next fall, we'll 
see and hear it all 
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MARIO KARTS 


Grand Prizes sr#1 


A pair of Karts, LL AE = 
“complete with safety ere 
cages and custom helmets 


Super Mario Kart for your 
Super NES 


GS) NINTENGO POWER 


: o 

Super. Mario Kart for yor A eiiner Nes 

50 Winner 
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Get ready for the blg show! Next month 
we'll have major-league coverage—12 
pages!—of Ken Griffey Jr.’s Winning Run. 


In May, we'll go ~4§ 

behind the scenes 

at Williams 

Entertainment to 

look at the making 

of the N64 version of Doom. It promises to be 
the hottest take yet on the classic battle game. 


We can’t wait—and neither should 
‘youl In our next issue, we'll preview 

) all the games that will be making 
headlines at £8 


The ballots are in and the votes are 
tallied. Check in next month to see 
who scored the statuettes in the 
1995's Power Awards 


These Nintendo Power issues are available individually Add them 
to your collection! ‘They contain these excrung reviews: 


Volume 66 (Nov '94): Donkey Kong Country, Sparkster 
Earthworm Jim Funal Fantasy 1] Indiana Jones Greatest 


Adveniures, Super Adventure Iskand I], Wild Snake Contra, The 
Alien Wars (Game Boy), Killer Insunct preview, Martal Kori bat II 
codes. 


Volume 67 (Dec. 94). Demon sCrest, Earthworm Jum Zero the 
Ranukave Squirrel, Super Return of ihe Ject, Urteacess, Tin Star, 
Warios Woods, Saniura Shodewn (Game Boy), Wano Blast, Casina 
Finpack, 


Volume 68 (Jan. ‘95}: The Lion King Robotrek, The Adventures 
of Batman & Robm, Pufall, The Mayan Adventure, Street Racer, 
Star Tork. Starfleet Acdemy Anumaniacs, NBA Jam{Game Boy), 
Daffy Duck. The Marvili Missions, Madden 95 (Game Boy), 


Volume 69 (Feb. '95): Mega Man X2, Kirby s Dream Course, The 
Lion King SportsScene, Walve me SCaQuesi DSV Desert 
Retirniothe Gulf (Game Boy), Super Punch-Out, Donkey Kong 
Land preview 


Yolume 70 (Mar '95) NBA Jan Tournament Edition, Metal 
Wasriots, Spetdy Gonzales, Tetris & Dr Marto Hagane, The 
lncrecible Hulh, Bubsy If hing Arthur & TheKnughtsof Justice 
preview EarthBound preview 


Volume 71 (Apr '95). StarGate Spider-Man. The Antmated 
Series, Addams Family Values, The Lion King-SporsScene, 
Manos Picross, NBA Jam Tournament Edinon Code Speczal, 
Latest News on the N64 Secret of Evermore. 


Volume 72 (May '95): Kirby’s Dream Land 2, True Lies, Justi 
League Task Force, The Flintstones, Wat lack, Porky Pig's Haunted 
Holiday Fatal Fin y Spectat PGA Eurgpean Tour (Game Boy), 
Mortal hombat Vl Sneak Preview, X-Band Modem, Nitendo, 
Power Ou line. 


Yolume 73 (une '95): WeaponLord, EarthBound, Star Trek Deep 
Space Nive-Dirt Trax FX: Super Turrican 3, Presto Man, 
Jungle Strike, Rise of the Phoenix, Super NES Killer Instinct Sneak 
Previews, Virtual Boy, Life Fitness, N64 revealed. 


Yolume 74 (uly '95) Donkey Kong Land, fudee Dredd, 
Nosferanu Jungle Strike, Annmantacs (Game Boy) Power Instunct, 
SWAT Kats Power Rangers-The Movie World Herocs 2Jet, E3 
Report, ACM Programming, Sports Scene RPGsin Japan. 


Volume 75 (Aug. "95) Virtues! Boy Spectal Marios Tennis, 
Galactic Pithall Teleroboxer MarioClash Super Mario World 

osh Island, Sireet Fighter H (amie Boy), Phantom 2040 Ning 
Garden Falogy, fudge Dredd, Arcade tassics, Ex chworm Jim 
(GameBoy), Chrono Trigger, Secret of the Stars Digipen Game 
Programming Calley 


Volume 76 (Sept. 95): Kitier Instinct, Doom Red Alarm, VB 
Golf Castlevania: Dracula X, The Mask, Dragon, The Bruce Lee 
Story Galaga/Gelaxian, Donkey Kong Land 2, The Syndicate 

igger Romance of the Three Kingdoms TV, H. Lincoln 
eM Arakawa profile. 


Volume 77 (Oct. '95): Super Mano World 2 Yoshts Island, 
Barman Forever, Primal Rage AAAHH® Real Monsters, Mega 
Mau 7, Veruical Force: Panic Bamber Aladdin (Garte Boy), 

avon, Secret of Evermore, Super Mario RPG preview, Sports 


‘Yolume 78 (Nov. '95): Mortal Kombat 3,Spidermanand Venom. 
Separation Anstety Big $k} Trooper Boogerman, 200} 
Waterworld (Virtual Boy), Virtual League Baseball Killer Instinct 
(GameBoy), Super Retin of the Jedt Defende! /Jonst, Wizards 
Realm, Secrei of Evermore, NES Anniverssry Celebration, Sports 
Scene. 


Shoshinkat Preview Secret of kvermore PTO I 


Volume 80 Gan '96)+ Earthworm fim2,Shostunka Trade Show 
Specull, Revalutiou X, Doomteoopers Mutant Chronicles, Breath 
of Fue I Secret ol Evermore Scooby Doo, PGA Tour 96 Final 
Fught $Jack Bros (Virutal Boy), Tetris Blast, The Getaway, Frank 
‘Thomas Big Hurt Baseball (Game Boy) 


‘inky Bowling: Donkey Kang Country 2, Preiustorik Man, 
Ardy Lightfoot, Sink or Swim, Sports Scene, Breath of Fire [, 
Dragon Quest VL. 


Volume 82 (Mar '96) Super Mai1o RPG College Slam, 3-D Tetris 
(Virtnal Boy } Frantec Flea, Cuulroat Iskind, Super Marie Rart, 
NHL 96 (Game Boy) The Smitrfs (Game Boy), Digipen Featnre, 
KenGnfiey On-Line, Yootus Island, Tales of Phantasta, Nintendo. 
Power Awards, 


Use the Back Issue/Tip Book Order Form in this issue ta order 

past Niatendo Power issues and books, or call our Consumer 

Service department at |-800-255-3700 to order by phone with 
Mn or MacterCa ad. 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out fo ail the people who make this possible. 
From the orginal editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 
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